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Comanche Trouble 


An Adventure for Sidewinder: Recoiled in 3 Acts 


This is the first part of the adventure, it continues in Act 
Il, “Where’s Tony” and concludes in Act III, 
“Comanche Raid”. 


Introduction 

It’s the mid-1870’s and the expansion westward is in 
full swing. Though the Civil War is over as is the Cali- 
fornia Gold Rush, there are still people streaming west- 
ward looking for opportunity in the west. 

Texas is no longer the wild Mexican colony, it’s starting 
to settle down — but it still has a ways to go. There are 
still outlaws, bandit gangs, hustlers, and renegade Indian 
tribes. There’s still plenty of adventure in North Texas; 
still plenty of trouble for those looking for it — and for 
those trying to avoid it. 


Comanche Trouble is an adventure in 3 acts for Side- 
winder: Recoiled. It is designed for a party of 3-5 char- 
acters of 3“ to 5" level. In this adventure, the players are 
stuck in the area of Ft. Griffin in a town called The Flat. 
On their first night, the party run into Vern The Punk 
Wesley, a wanted outlaw who starts a bar fight. As if 
that wasn’t enough, the next day a well-known Mexican 
merchant goes missing — and when he’s found, it’s in 
the middle of a rampaging war party of Comanche’s. 
What is the connection between the merchant and the 
Comanche? How does this involve the circuit-riding 
preacher? And how can the folks of The Flat defend 
themselves from an attack by Comanches while the sol- 
diers of the fort are out on maneuvers? 


Required Materials 

In addition to Comanche Trouble, you will need the fol- 
lowing rulebooks and supplements. 

D20 Modern Core Rulebook, by Wizards of the Coast 
(IDBN: 0-7869-2836-0) 

Sidewinder: Reloaded by Dog House Rules, published 
by Green Ronin (ISBN: 1-932442-34-0). 

Frontier Towns: Fort Griffin Volume I by Dog House 
Rules, PDF Download 

Frontier Towns: Fort Griffin Volume II by Dog 
House Rules, PDF Download 

The Fort Griffin Echo, Vol. 1 No. 1 by Dog House 
Rules, PDF Download. 


The PDF Download supplements are available from the 
Dog House Rules website at: 
http://www.doghouserules.net/ 


If you are playing this scenario for a game system other 
than Sidewinder: Reloaded, then obviously you won’t 
need these resources. However, you will have to fill in 
the characters and settings described in them with your 
own substitutes. 


Maps for Figures 
If you plan to use miniatures in this adventure, then 
scale maps of the major buildings of this adventure are 
available as part of the Frontier Towns supplements 
from Dog House Rules. 


Getting Started 

This adventure assumes that the characters have not met. 
As such, the first two scenes of Act One are designed to 
introduce the characters to each other and to certain im- 
portant non-player characters (NPC). If the party is one 
that has been adventuring for a while, you can skip to 
Act I, Scene 2 and use the Alternate NPC introduction 
section. 


Each scene includes a location, dramatis personae, and 
descriptive text for both the judge and the players. Infor- 
mation to be read to the players is set apart in a gray 
box. 


Fort Griffin and the Surrounding Areas 
Fort Griffin was a real Texas fort. This scenario draws 
heavily on the information provided by Dog House 
Rules in their Fort griffin supplements (see Required 
Materials above). There is also information available on 
the web at: 
http://www.texasbeyondhistory.net/forts/griffin/ 


post.html 


The information below and the accompanying figures 
are the property of Texas Beyond History, Texas Ar- 
cheological Research Laboratory, University of Texas at 
Austin. It is used without permission. 


Fort Griffin 

The U.S. Army's forts on the northwestern frontier of 
Texas were bound tightly to the ebb and flow of warfare 
with the Plains Indians. As each post outlived its pur- 
pose and was abandoned, civilians who had congregated 
nearby faced an uncertain future. Fort Griffin in its hey- 
day spawned one of the liveliest and most notorious set- 
tlements in the West. The fort was the longest continu- 
ously occupied post in the region, but the town that took 
its name barely survived the Army's departure in 1881. 


Figure 1 - Ft Griffin and The Flat 
Companies of the 6th Cavalry established the post that 
became Fort Griffin in the summer of 1867. The original 
site was in the bottoms of the Clear Fork of the Brazos 
River, a few miles downstream from the 1850s site of 
Camp Cooper. It was originally named Camp Wilson, 
for a recently deceased 6th Cavalry lieutenant, Henry 
Wilson. In 1868, it was renamed Fort Griffin, in honor 
of Colonel Charles Griffin, the departmental comman- 
dant who had himself recently died. More than just a 
name change was involved, however, as the post was 
moved away from the unhealthful bottoms to an adja- 
cent plateau. 


In later years, some local residents would call the loca- 
tion “Government Hill”. To the west, Collins Creek 
flowed around the base of the hill into the Clear Fork, 
and the creek served as the fort's water source for a time. 


f 
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The Flat 

Given how little of Fort Griffin remains, even less re- 
mains of the town below the hill, known primarily as 
"The Flat," but also as "Buffalo Town, "Fort Griffin," 
and, simply, "Griffin." The town site is on private prop- 
erty, but is accessible by county roads. Its sole surviving 
building is its first all-stone structure, the Masonic lodge 
and school house, built in 1878 and restored by the cur- 
rent owner. Foundations of other buildings are visible, 
and a number of them flank the current county road run- 
ning from the base of Government Hill to the place 
where the old Fort Richardson road crossed the Clear 
Fork. This road was "Griffin Avenue," the main street of 
the town, in the late 1870s. 


A stronger stream east of the plateau furnished 2 10C2- jpg 


tion for a sawmill, and would be named "Mill Creek." 
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Town of Fort Griffin 


Main Non-Player 
Characters 


The following is a short description of each of the main 
NPC’s. The statistics and details of each character are 
included at the end of the adventure. 


Banks, Josiah Walter 

Josiah Walter “Parson” Banks is a circuit-riding 
preacher who delivers hell-fire and brimstone sermons 
about a "crusade" to Christianize the Indians. He's also a 
good shot and rider, have served in Hood's Texas Bri- 
gade in the Civil War. Josiah will enter town along with 
the party and be introduced in Act 1, but will be the sub- 
ject of Act 3. Josiah is dresses in either a black suit (for 
preaching) or a khaki duster over dungarees and a white 
cotton shirt. His white hair is either combed back or un- 
ruly under a weather beaten cavalry hat. 


Collins, Claire Elizabeth 

Claire Elizabeth “Liz” Collins of Fort Worth Texas, an 
English teacher by trade, has a job in Abilene where 
here Aunt Lucy lives. Claire is 20 years old and her 
crystal blue eyes and strawberry blonde hair make her 
the prettiest thing in all of Ft. Griffin. Claire, though, is 
not a shy and fainting girl. He father taught her to shoot 
when she was six and ride when she was eight. Se can 
certainly take care of herself. 


De Vega, Antonio Manuel Hernandez 
Antonio Manuel Hernandez “Tony” De Vega is a mer- 
chant from Mexico City. Antonio De Vega specializes 
in selling spices, cloth, and guns. The later he enjoys 
selling (illegally, of course) to the Indians along with 
watered down tequila. Antonio, Tony to his legal custo- 
mers, is very circumspect about his operations. While 
his gunrunning is his most lucrative trade, he makes sure 
to bargain sharply on his legal sales. Tony is a well- 
dressed but not flashy merchant. He always appears neat 
and well groomed, even after riding into town in his 
buckboard. 


Chief Fighting Deer 

Chief Fighting Deer is the leader of a local Comanche 
tribe. Only 52 years old, Fighting Deer looks much 
older. He is blind in his right eye from a wound he re- 
ceived while fighting the US cavalry years ago. His 
name used to spread fear on the frontier but as he grew 
older, he realized that the struggle against the white man 
was doomed to failure. 


Now he sees that the only way for his tribe to survive is 
to befriend the white man and be assimilated. Fighting 


Deer came to this conclusion after he was imprisoned in 
Ft. Worth for a year. The tribe’s council of elders has 
agreed with Fighting Deer, though it was not without a 
lot of argument and soul searching. The tribe is now 
peaceful and helpful to the surrounding settlers. 

Fighting Deer is a hunched old man with thinning hair 
and a milky white right eye. He still has most of his 
teeth and he smiles often. He can understand a little 
English and Spanish though he rarely speaks in either. 
Note that Fighting Deer does not appear in the adven- 
ture, his character sketch is here as a reference for the 
Judge. 


Plant, Richard “Val” Valmont 

Richard Valmont Plant, commonly known as Val, is the 
second oldest son of Robert James Plant, a respected 
farmer near Ft Griffin. Unlike his older brother, Val is a 
lazy boy who has a strong tendency for drinking and 
fighting. He killed a man in a bare-knuckle fight but was 
found innocent due to self-defense. Most folks think that 
was his father’s money talking. 


Val has taken up with Verne Wesley; they are birds of a 
feather. The two are planning on heading out of town for 
Del Rio once Val can get some money from his dad. 


Soaring Eagle 

Soaring Eagle is a young warrior in the Comanche tribe. 
He is the tallest of the braves and is the best rider. He is 
the leader of the young warriors. These young bucks do 
not agree with Fighting Deer's plan. They feel the Co- 
manche were once mighty and could be again - if only 
they would head west and leave the white man alone. 
Soaring Eagle has taken this to heart and can often be 
heard boasting about how things would be different if he 
were chief. 


The elders either ignore the brash youth or tell him he'll 
grow out of this phase. This doesn't set well with Soar- 
ing Eagle and he's making plans to do something about 
it. He believes that if he can have a victory over the 
white man the tribe will cast out Fighting Deer and pro- 
claim him chief. Soaring Eagle is a tall man, over 6', 
with very broad shoulders. He appears as the ideal In- 
dian warrior. 


Wesley, Verne 

Verne “The Punk” Wesley is a 19-year-old criminal. He 
is wanted in Ft. Worth for killing a man. He shot an un- 
armed Calhoun McGruder when Calhoun caught Verne 
forcing himself on Nancy McGruder, Calhoun's 18-year- 
old daughter. Wesley is a pimply-faced orphan who ran 
away from the Methodist home in Waco two years ago. 
He's a fair shot and a fair rider, and a coward. He backs 
down from almost any challenge, unless he feels he's 


trapped - then he'll use deadly force. There's a $500 re- 
ward, dead or alive, on Wesley. 


Other Non-Player 
Characters 


The following is a list of other non-player characters in 
this adventure. Most of these are described in detail in 
the Frontier Town: Fort Griffin publications from Dog 
House Rules. The reference works include other charac- 
ters that are not part of this adventure, but can be include 
as necessary for color, background, or red herrings. 


Stage Coach Crew 
Chris Mitchum, Driver 
David McLintok, Shotgun 


Planters Hotel Staff 
Jack Swartz, Owner 
Estelle Swartz, Wife of Jack 


Shannsey’s Saloon 
John Shannsey, Owner 
“Big” Mose McMain, Bouncer 


Blacksmith 
James Luther “JL” Thorpe, Blacksmith 


Livery Stable 
Pete Haverty, Livery Stable Owner 
Henry Sixkiller, Livery Stable worker 


Sheriff's Office 
Billy Cruger, Sheriff 
Maynard “Mangy” Mansfield, Deputy 


Other Townsfolk 
Shelley Plant, Val’s sister 


Ft Griffin Garrison 
Sgt. Morgan O'Rourke 
Cpl. Randolph Agarn 
Capt. Wilton Parmenter 


Comanches 
Running Foal 


Act I— Wesley is a Punk 


This act introduces the characters to each other and to 
Parson Banks, Tony De Vega, Soaring Eagle, and Verne 
Wesley. There are 14 scenes to this act, but not all of 
them may be played. 


Note: Both Scenes 1a and 1b are meant to introduce the 
characters to each other and to Ft. Griffin. There are two 
possible entries — by stage for those who do not wish to 
ride their own horses and on the trail for those who do. 
Each scene introduces one of the main NPC's to the 
party. If either scene is not used, then there is an adden- 
dum to Scene two to introduce that character that was 
missed. 


Scene la — The Stage Coach 

Location 

Riding on the Wells Fargo stagecoach in between Ft. 
Worth and Ft. Griffin. 


Dramatis Personae 

Parson Banks, Chris Mitchum (Stage Coach Driver), 
David McLintok (Stage Coach Shotgun), and Claire 
Elizabeth Collins 


Description 

This scene is meant to introduce the players and one or 
two of the main NPC’s. The scene should last long 
enough to get the introductions done and then move to 
Scene 2. 


It’s the middle of the afternoon on a hot Texas day and 
the Ft Worth to Abilene stage makes its dusty way west- 
ward. What little breeze that blows in from the road is 
more dust than relief and gives everything a khaki tint. 
The rocking of the coach and the rumble of the horses 
acts to lull the passengers to sleep. In a half-daze your- 
self, you take a moment to look around at your fellow 
travelers. 


One is a pretty blonde young woman in a white cotton 
dress and wearing a sensible hat. She holds a white 
handkerchief to here face to try and filter out the dust as 
she stares out at the passing terrain. 


Another is an older gentleman with a cracked and sun 
tanned face. His wild hair sticks out from under his old 
and battered hat and his not-too-clean brown duster is 
open to reveal a pair of stained dungarees. 


The party members who do not own a horse, or who 
wish to ride in style will be on board the Wells Fargo Ft 
Worth to Abilene stage. This stage stops for the night in 
Ft. Griffin on its way to Abilene. The stage can hold 6 
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people, of which one is Parson Banks and one is Claire 
Collins. 


Claire is willing to have a conversation with anyone 
who is civil, but will pointedly ignore anyone that is 
rude. 


The Parson is a quiet man and uncomfortable with 
strangers in such close quarters. He will answer politely 
and questions, but those answers will be short. 


A dust devil appears out of nowhere and hits the stage 
side-on. There’s no damage, but the tempest does rattle 
the coach and whip through the cabin. In the fuss, the 
woman’s handkerchief is blown from her hand and 
heads toward the open window. 


A player attempting to catch the handkerchief must pass 
a DC10 Dexterity test. A character may take a Slight of 
Hand test instead; Combat Reflexes gives the character 
a +2 bonus on this test. 


A player who rescues the handkerchief or makes a val- 
iant try will win a smile from Claire; who will then start 
up a conversation. 


Scene 1b — On the Road 


Location 
Riding toward the Flat from the south. 


Dramatis Personae 
Tony de Vega 


Description 

This scene is meant to introduce the players and one of 
the main NPC’s. The scene should last long enough to 
get the introductions done and then move to Scene 2. 
The players are assumed to have met on the trail. After 
their introductions, read the following section. 


Riding along the trail is a lonely thing, so often people 
will join up for the journey. There’s safety in numbers, 
yes, but you also have to watch who you’re riding with. 
As your group crests a low hill, about a mile ahead you 
see a man sitting in a buckboard wagon under a large 
cottonwood tree just off the trail. As you approach, you 
see he is fanning himself with his bowler hat and look- 
ing your way. 


“Greetings, hombres,” he says when you’re near. “What 
has you fine fellows out on such hot day?” 


The man in the wagon is the merchant Tony de Vega. 
He is genuinely interested in the party, both as possible 
customers and as traveling companions. In his wagon he 
has bolts of cloth, some costume jewelry, and a few dry 


goods from Mexico as well as about ten half-gallon jugs 
of Mexican Vanilla. 


This cottonwood tree is about eight miles outside of the 
Flat; about 1% hours of travel left. 


Tony is quite outgoing and will prattle on about almost 
anything. At some point, he will offer to sell the players 
some Corona beer he has, if they keep quiet about it. He 
will also get around to proposing that the party join him 
for the rest of the trip into The Flat. 


If the players try to examine Tony’s buckboard, a suc- 
cessful Spot check (DC 20) will reveal by the arrange- 
ment of the boxes and the lay of the tarp that there used 
to be two long and thin boxes stored in the back. If Tony 
notices the player’s looking at his buckboard, he will re- 
arrange the tarp making some comment about it being 
ruffled by the wind. Tony must beat the player’s Spot 
check score to notice. 


On the trip into town, Tony will tell the players the fol- 

lowing things: 

e The Planters Hotel is the best in town and has the 
best rates. Jack Swartz runs a tight business, but he 
tends to get moody. His wife, Estelle, is an angel 
and makes sure the guests are happy. 

e The area around the Flat has been quiet for a few 
months. So quiet, in fact, that Tony has heard the 
cavalry is going to head out west on maneuvers for a 
few days. 

e There is an Indian settlement near by, but Tony 
doesn’t know much about it. He doesn’t like red- 
skins. 

e The party will ride into town just as the stage pulls 
up to the hotel. 


Scene 2 — The Stage Arrives 
Location 
Planters Hotel, The Flat, Texas 


Dramatis Personae 
Chris Mitchum (Stage Coach Driver), Claire Elizabeth 
Collins, Jack Swartz, and Estelle Swartz. 


Description 


The Flat, Texas, is a small town built near Ft Griffin. 
Originally a settlement of camp followers, it has grown 
into a small town with both stone and wooden buildings. 
Griffin Avenue is the main street of town and runs 
north/south and it is by this road that the stages come 
and go. There are five or six other streets off of Fort 
Street, but they lead mostly to homes. 


The sun is low on the horizon as a dusty Wells Fargo 
stage pulls turns off Griffin Avenue and stops in front of 
the Planters Hotel. Two men are waiting on the porch, a 
big, burly man who opens the stage door and a lanky 
man who starts unloading the baggage. 


“Folks, I’m Jack Swartz, the owner of this hotel. Y’all 
be stayin’ here the night. Estelle at the front desk will 
check you in,” says the big burly man as he helps folks 
out of the coach. He pays particular interest to Claire 
and smiles a big smile. 


The Parson and Claire will make their way to the front 
desk with the lanky man following with their bags. After 
unloading the stage, the driver and shotgun will hop 
down and start looking at the right rear wheel. After see- 
ing everyone into the hotel, Jack will join them. 


During unloading, a successful Spot check (DC 20) will 
reveal that the rear wheels appear to be out of alignment. 
The road has been hard on this coach and it’s starting to 
wear out. 


Tony will park his buckboard around to the side and will 
follow the stage riders into the hotel. It is up to his riders 
where they will go. 


Before this scene ends, the following will occur: 

e The Stage Coach Driver will come in and say that 
the stage has been damaged (the right rear wheel) 
and will need to be repaired. He thinks it might take 
a day or two to fix it. The coach will be moved over 
to the livery stable. 

e The Parson will check into his room and inquire 
about dinner and where he could hire a horse. He 
will then head upstairs. 

e = Claire will mention that a young outlaw molested a 
friend of hers in Ft Worth. The outlaw killed the 
girl’s father and headed west, running from the law. 

e Estelle will give the players rooms in the hotel and 
Allen Baker will take any player’s horses across the 
street to Pete Haverty’s Livery Stable. 


By the time the players have unpacked, it will be dinner- 
time. After dinner it will have gotten dark. Tony de 
Vega, Claire, and the party will join Estelle and Jack at 
dinner. The Parson will not be present. 


Conversation at dinner will be light and not plot related. 
Here’s a good chance to bring up some red herrings. 
From here, there are various directions the story can go; 
depending on what the players want to do. By the time 
they have bedded down, it will be after 


e If the players want to follow up on the stage, want to 
check on their horses, or want to get a horse, they 


can head over to the Livery Stable (Scene 3a). 

e If the players want to relax, there’s Shannsey’s Sa- 
loon (Scene 3b). 

e Or they could stay at the hotel after dinner (Scene 
3c). 


Scene 3a Haverty’s Livery Stable 
Location 
Pete Haverty’s Livery Stable, The Flat, Texas 


Dramatis Personae 
Pete Haverty, Henry Sixkiller 


Description 

Across the street from the hotel is Pete Haverty’s Liv- 
ery. The stage was left here, as it couldn’t be moved 
much farther. Thorpe, the blacksmith was sent for and 
he removed the broken wheel and is took it back to his 
shop for repairs. 


As you walk out of the hotel, you see the Stage parked 
out in front of the Livery stable. Coming closer you see 
that the right rear wheel is gone and the stage is up on 
some railroad timbers. The stagecoach crew are nowhere 
to be seen. However, there is someone at the Livery sta- 
ble, as you can see a light coming from the barn. 


Inside the stable, the party will find Pete Haverty and 
Henry Sixkiller brushing down the last of the stagecoach 
horses. He will greet the party and be friendly. He’ ll rent 
horses, of course, as well as stable them. His prices are 
fair. 


If asked about the stage, Pete will say that Thorp, 
Mitchum, and McLintok left for took the wheel to the 
blacksmith’s shop and then were going to Shannessy’s 
Saloon. They asked Pete to join them, but he needed to 
finish up with the horses first. Apparently the stage has a 
bent wheel rim as well as some cracked spokes. 


Pete rented a palomino to a man in a duster just before 
sundown. His name was Josiah Banks and he road out 
south of town. 


A successful Listen check (DC 20) will allow the party 
to hear someone moving in the hayloft. Pete will say 
that Henry Sixkiller bunks down there — but Henry is 
near by. If the party investigates, they will see the sil- 
houette of a man jump from the rear door. A successful 
Spot check (DC 20) will reveal that it was a short man 
wearing a vest and a long sleeve shirt and a crushed hat. 
This is Verne Wesley who was looking for a place to 
bed down in quiet. 


If the party attempts to follow, a successful Survival 
Skill check (DC 15) will show footprints moving north, 


along Parson Avenue. If the party follows the trail, it 
will eventually turn west along Third Street and then 
south along the creek, heading to Shannessy’s Saloon. 
(Scene 4). 


A Spot check (DC 20) will reveal a second set of foot- 
prints that cross the first set, heading east along Third 
street. A subsequent Spot check (DC 20) or Intelligence 
check (DC 20) will reveal that the second set of foot 
prints are made by a soft-soled shoe where the first were 
made by boots. If the party follows the second set of 
footprints, proceed to Scene 3b. 


Scene 3b — Dark End of the Street 
Location 
Dark side street 


Dramatis Personae 
Soaring Eagle, Tony de Vega 


Description 

A successful Spot check (DC 20) will show two figures 
standing under a mimosa tree behind a house a ways off 
of Parson Avenue. The two figures speak slowly and 
then break up. The taller one heads east along Third 
Street while the shorter stays in the shadows and makes 
his way quietly southward. 


A subsequent Spot check (DC 25) will reveal that the 
taller man is an Indian and he’s not wearing a shirt and 
has a single feather draped down over his ear. Soaring 
Eagle will make all haste to get out of town quietly. He 
is unarmed and will fight fiercely to get away, but he is 
not suicidal. 


If Soaring Eagle is captured, he will eventually be taken 
to the Sheriff. The Sheriff knows Soaring Eagle, as do 
some other folks in town — he’s a troublemaker who of- 
ten spies on Sara Claymont, who lives in the house be- 
hind where this meeting took place. The Sheriff will 
take Soaring Eagle out to the Comanche encampment. 

A subsequent Spot check (DC 25) will reveal that the 
shorter man is Tony de Vega. If questioned he will first 
say he was taking a stroll after dinner. A Sense Motive 
check (DC 15) will reveal he’s lying, If confronted, he 
will say he was arranging to deliver some tequila to 
some Indians. If Tony gets away, he will head back to 
the hotel. 


Scene 3c — Planters Hotel 
Location 
Parlor in the Planters Hotel 


Dramatis Personae 
Claire Collins, Estelle Swartz 


Description 

After dinner, Estelle and Claire will share coffee in the 
parlor of the hotel. This is a most polite exchange where 
more red herrings can be sown. After a bit, Tony De 
Vega will enter and, after greeting the ladies and com- 
menting on his evening stroll, he will turn in. 


Scene 4 —Shannsey’s Saloon 
Location 
Shannsey’s Saloon 


Dramatis Personae 

Chris Mitchum (Stage Coach Driver), David McLintok 
(Stage Coach Shotgun), John Shannsey, Pete Haverty, 
Henry Sixkiller, “Big” Mose McMain, Val Plant, and 
Verne Wesley 


Description 


The saloon is not a noisy place, with a few folks inside 
playing cards and drinking. There is a smoky haze to the 
place, more from the cigarettes and cigars than from the 
fireplace. Of the six tables in the room, only one oppo- 
site the fireplace is open. 


At one table, are the stagecoach driver, his assistant, and 
the blacksmith — the later is evident by his sooty arms 
and hands. The rest of the tables are filled with normal 
folks, talking and playing. 


These days, the saloon is the center of attention for trav- 
elers — and Shannsey has done a wonderful job. He con- 
centrates on liquor and gambling, leaving floor shows 
and soiled doves to other proprietors. 


Shannsey is behind the bar and Val Plant is in the chair 
next to the back door; leaning two legs. He’s slowly 
drinking beer from a large mug. Mose is sitting at the 2- 
person table next to the fireplace playing solitaire. 


This is a good time for those in the party who want to 
gamble to take the chance. Listening and talking with 
the locals will reveal the following facts and rumors. 


e The cavalry headed out yesterday, going westward. 
They are supposed to be heading out to put down an 
uprising near Goldwaithe, but what about the Indi- 
ans near The Flat? 

e Someone saw a large man, looks like an Indian, 
sneaking around behind the hotel earlier this eve- 
ning. 

e Aman by the name of Verne Wesley was on the run 
after killing a man in Ft. Worth. If he headed west, 
he should be around The Flat by now. He is thought 
to have hooked up with Cimarron, a half-breed 
Mexican bandito. 


e Tony De Vega is back in town and rumor has it he 
has a load of Tequila with him. However, its ru- 
mored he only sells that to the Indians. 

e A pretty woman from Ft Worth came in on the after- 
noon stage; she’s heading to Abilene to teach school 
there. 


After a bit, Verne Wesley will enter. A successful Spot 
(DC 10) check is required to see him enter. He is 
slightly winded and will straighten his vest as he enters. 
He heads to the bar and orders a whiskey. Verne sees 
that Val Plant is here as well and hopes to meet with 
him. 


If anyone followed him, they will arrive just after his 
whiskey arrives. He will pull down his hat and try to 
look inconspicuous. If no one was at the Livery stable, 
then Pete and Henry will come in looking for him. 


Continue directly to scene 4a. 


Scene 4a — Ruckus at the Saloon 
Location 
Shannsey’s Saloon 


Dramatis Personae 

Chris Mitchum (Stage Coach Driver), David McLintok 
(Stage Coach Shotgun), John Shannsey, Pete Haverty, 
Henry Sixkiller, “Big” Mose McMain, Sheriff Billy 
Cruger, Maynard “Mangy” Mansfield, Valmont Plant, 
and Verne Wesley 


Description 

If the players didn’t follow the trail into the saloon, then 
Pete and Henry will head to Shannsey and talk for a mo- 
ment, then Henry Sixkiller will announce in a loud voice 
if anyone saw a short man in a vest come in just now. 
Verne will be trying to Move Silently (DC 15) toward 
the door. Anyone watching him (Spot DC 10) will see 
he’s trying to sneak out. 


A successful Spot check (DC 15) will show that Val 

Plant is showing great interest in what’s going on. 

One or another of the following will happen: 

e Someone in the room will point Verne out as the 
man who came it. 

e One of the player’s will spot Verne. 


In any event, once he’s spotting, Verne will bolt for the 
door. In the process he will trip over a customer at the 
bar, and throw a punch. When Verne throws the punch, 
Val will stand up and throw the mug at someone and 
tush to Verne’s defense. A general melee will ensue. 
Shannsey will try to yell for folks to calm down while 
the rest just join the melee. Named NPC’s other than 
Mose, Val, and Verne won’t engage the players, but 


they will defend themselves. Val and Verne will try to 
maneuver out the back door if they can. 


Eventually, about the time the fight is winding down, 
Shannsey will fire off his shotgun. This will stop the 
fight. Sheriff Cruger and Deputy Mansfield will arrive 
just after the shot with their guns drawn. 


If either Verne or Val or both are still inside and mobile, 
they will break for the back of the saloon and run around 
to the front where their horses are tied and try to make a 
get away. If they do get out the back door, then someone 
in the room will yell that Verne is the man wanted for 
the murder in Ft Worth. 


If Verne is captured, hell be recognized and taken to 
jail. Everyone else will be let go with a warning, as 
Shannsey won’t press charges (can’t afford to have his 
customers locked up). Verne has a $100 bounty on his 
head that the Sheriff will give to whoever brings him in. 
If Verne gets away, he will saddle up and ride out south 
of town and eventually camp near the Cottonwood tree 
from Scene 1b. 


If Val gets away, go to Scene 4b. 


Scene 4b — Red Herring — Val’s Dramatic 
Exit 

Location 

Outside Shannsey’s Saloon 


Dramatis Personae 
Valmont Plant 


Description 


In the aftermath of the brawl, while the tables are being 
righted and folks are making their way out the door, a 
loud whoop is heard. Out of the darkness gallops a man 
brandishing a six-gun. As he draws near the saloon, he 
fires two shots... 


Val is firing over the head of the crowd, just to distract 
everyone so he can get away. Val has pulled a handker- 
chief up over his face to hide his identity and he’s riding 
out of town away from his home, planning to circle 
around once he gets far enough away. 


Scene 5 — That’s Enough for Tonight 
After the bar fight, the Sheriff will send everyone home 
— or to the hotel. 


The Sheriff steps out into the street and tums to the as- 
sembled crowd. In a raspy voice he says, “There’s been 
enough excitement for tonight. Y’all go on home and go 
to bed. I'll give y’all 15 minutes before Maynard and I 
start locking folks up. Now, good night!” 


The player’s will probably want to head on back to the 
hotel. This ends Act I. 


Loose Ends e  IfTony de Vega was caught, he will be released and 
The second act picks up the next morning after the fight return to the hotel. Tony will be seen going to the 
at Shannsey’s Saloon. There may be a few loose ends Hotel and going into his room. : 

that need to be addressed: ¢ Claire will remain at the hotel the entire evening, as 
¢ If Val was not caught, he will reappear in Act 3. a proper woman should. 


e If Verne was not caught, he will reappear in Act II 
as a side plot. 
e If Soaring Eagle was caught, Maynard will take him 


to the Comanche village early the next morning. If Experience Awards ee . 

not, then Maynard will be out check on Val’s par- Experience points are awarded for achieving certain 
ents at their farm. In either case, Maynard will be goals in the scenario. The following table lists the goals, 
out of town for the first part of Act IL. the experience points awarded and any special notes 


Surviving the Adventure Each survivor gets the XP award. 


Capturing or killing Verne All PC involved split the XP award. 
Wesley 


Capture Valmont Plant All PC involved in the capture split the XP award. 


Capture Soaring Eagle All PC involved in the capture split the XP award. 
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A couple issue's ago we got a look at the "greens" for 
Excelsior's Risen (skeleton) missile troops for Chrono- 
pia. Well, I have them in hand now and get to look at 
them up close and personal. This review covers Assort- 
ment #1 of the figures. It contains one each of a Risen 
Dwarf Crossbowman, a Risen Firstborn Archer, a Risen 
Goblin Archer and a Risen Sons of Kronos (barbarian) 
slinger for $12.00. You can also order individual risen 
separately if you want to build a unit of all Risen First- 
born Archers, but you'll pay an extra $1.50 each to do 
so. I don't know what comes in assortment #2. 


Risen Dwarf Crossbowman 

He required the most cleaning of any model in this 
group. There were no defects, but metal webbing along 
the mold line ran up both sides of the figure and re- 
quired a steady hand and a sharp knife to clean. I was 
able to do so without damaging the figure, but it wasn't 
an insignificant amount to clean up. He's wearing heavy 
armor and matches up nicely with the Vulture Clan 
Crossbowman well, except for his big skeleton head of 
course. I think he'll paint up pretty quickly as the model 
is mostly armor. 


Risen Firstborn Archer 

These guys come complete with the axe, helmet and 
quiver just like their living counterparts and have lots of 
visible bones and not really any rotting flesh that I could 
make out. He was in the middle of the group in terms of 
the cleaning that was needed. Not too much, but not an 
insignificant amount either. Just about what I'd expect. 
Part of his ribcage is visible and has bony arms and legs. 


Risen Goblin Archer 
This little bugger is easily my favorite of the set! He 
still has some rotten flesh hanging on his bones, but has 


e skull that's been caved in and the hollow shell is 
visible. It's a great detail that could have easily been left 
off, but I'm very glad that it was added. In fact, the skull 
is really the only visibly skeletal part of the model. The 
rest is either covered by clothes and armor or is still rot- 
ting away. His breastplate is beaten and worn and his 
quiver also looks a bit worse for wear. He also had the 
least required cleaning. Mold lines were visible but 
fairly faint and were easily removed. 


Risen Sons of Kronos Slinger 

This model needed almost as much cleaning as the 
dwarf above, but the metal webbing was not nearly as 
prominent. He did have a bit more bits of flash though. 
Overall, the cleaning needed here was less than on the 
dwarf and went a little more quickly. Reminiscent of 
the living SOK slingers he carries an 
. axe and sling and wears furs. He's also 
more skeletal in appearance than any 
*) of the others primarily because he has 
| more exposed areas, but part of his 
“scalp and long hair is still attached. 
His two arms could be bent a bit for 
alternate poses if you like, but be care- 
ful. 


I figure that Assortment #2 might con- 
ain the Firstborn Crossbowmen, Elven 
Archers, Goblin Blowpipers and 
maybe Stygian Spearmen but I can't say with any 
amount of certainty. I liked the set and they have huge 
uses in D&D and other fantasy rpg's even if you're not a 
Chronopia player. Devout generals have been waiting 
for these troops for many, many years and will be glad 
to finally be able to add them to their ranks. 


Unfortunately, as of this writing, Excelsior Enter- 


tainment has apparently lost the license to produce 


figures and game mat for Chronopia so I’m not 
sure of the availability of these figures. 


Review by Mark Theurer 
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PP31031 Cygnar Captain Darius $39.99 USD 

Boy, you sure do get a lot of bits in this box. Captain 
Darius is a Warcaster dressed up in a large jack-like set 
of armor and ends up being somewhere between a Cyg- 
nar light and heavy Warjack by the time he's put to- 
gether. He's significantly bulkier than a light Warjack 


but as big as a heavy one. Ten pieces make up his as- 
sembly and most of the larger parts had a slightly visible 
mold line, but it was pretty faint and was easy to deal 
with. The smaller parts ranged from having no flash to 
very small bits. The left leg fits on to the lower torso 
perfectly but isn't really suited to rotate as it will end ina 
strange looking pose...with one leg pushing out in front 
of the rest of the model. Maybe if you had another en- 
emy model for him to be stepping over or kicking it 
would look ok. The two arms give you a little more 
freedom of movement and the rest of the bits fit easily. 
For as many parts as he had there was really only minor 
cleaning needed and the model was ready to prime in 
short order. 


Darius also comes with three small mini-jacks that each 
come with a body, two arms and two legs. Without 
sounding all girly (and that comment will probably lead 
me to getting my butt kicked by a female Warmachine 
player at the next GenCon I attend) these are really cute 
little buggers. Each body had a bit of flash that needed 
to be clipped away and each set of arms and legs was 
cast on a metal tab. If you wanted to, and I just might 
for comic effect, you could pose them all as if they were 
ina dance line. Ok, maybe I won't, but you can vary the 
poses of the arms and legs quite a bit and they are cute 
little buggers. There are also three buried versions of 
the mini-jacks when they prime themselves as mines. 
They are really more of counters than models, but I 
think it was a nice touch to do them as models and not 
just toss in a set of counters for you to cut out. They 
certainly don't need bases and have some small rocks 
and gravel sculpted on them so you can match them to 
your other bases or terrain. Darius might not have a lot 
of uses outside of Warmachine but it's a neat set with 
some wicked in-game abilities. 


PIP31032 Major Markus Brisbane $9.99 USD 

Brisbane is another Cygnar Warcaster and he comes in 
five pieces (hammer, rocket cannon, two steam ports 
and the bulk of the model). He’s wearing massive plate 


armor with a tabard, but no helmet. Arche- 
typical IK goggles are wrapped around his 
head and there are many pouches strapped 
to his armor. His hammer is held across the 
front of his body and is held with both 
hands while his rocket cannon gets strapped 
to his back and is held in place by two 
leather straps. The steam vents fit easily 
onto his back. Each piece had a tiny bit of 
flash but the mold lines were pretty much 
undetectable except on the hammer which 
needed a bit of attention. He went together 
rather easily and if you wanted to use him 
in a less technologically based fantasy cam- 
paign you could leave off his rocket can- 
non, but you would also need to clip the leather straps 
that stick out from the back of the model. The armor 
and hammer were what 
really drew me into this 
model. Both are just mas- 
sive and he would make a 
very passable cleric, paladin 
or fighter in a non-IK cam- 
paign if you can get over the 
mekanical apparatus on his 
back. Of course, in a 
straight IK game he would 
be a perfect PC model. 


PIP31035 Cygnar Thunderhead $44.95 USD 

Daruis’ plethora of pieces was party due to the box con- 
taining multiple models, but the Thunderhead also has a 
mass of parts and they all go together to make a single 
big-ass ‘jack. The eighteen parts range in size from a 
‘jack head to as large as a Trollkin. Three large pieces 
make up the upper torso and each needed a bit of clean- 
ing but nothing drastic. When assembling the upper 
torso it will be easier to put either the left or right side 
on the center first and then the other. Also, fitting them 
while looking at the model from behind will make 
things easier as there is no real socket for the to fit in. 
They slide up to each other and form a seam that is 
much more visible from the rear. The arms, each about 
the size of a non-Privateer Press regular human minia- 
ture, fit into the upper torso sides just fine in a similar 
joint as other Cygnar ‘jacks. The arm joint allows for 
some rotation, but not a huge range of motion. The head 
and a cortex part also fit on to the upper torso. The bot- 
tom is made up of a smallish waist piece and two legs. 
The model is certainly top heavy but is stable enough 
once based. The remainder of the parts are pistons and 
hoses that add extra mechanical detail to the model. 
With all of these parts the Thunderhead may look in- 
timidating when you first bust him out of the box, but 
his assembly is not bad at all if you tackle it in parts. 


For some reason this model really struck me as being a 
perfect Shield Guardian in D&D, but then again you 
could really say the same thing about any of the more 
humanoid appearing ‘jacks from across all of the War- 
machine factions, but this one just really stood out in my 
mind as filling that role perfectly. 


Reviews by Mark Theurer 


HFAO14 Suzi, Japanese Schoolgirl with Mac10 £3.00 
This single piece casting had two small bits of flash (on 
the gun and on the metal tab that goes into the base) and 
only the faintest of mold lines on one leg. It was easily 
removed. Much of her hair is tied back into a ponytail 
but there are still long strands that hang down on the 


» sides of her 
face, which 
is quite 
childlike 

and inno- 

cent in ap- 

_ pearance. 

Perfect for 

 lulling you 

into a false 
sense of 
security 
be 


fore she pulls the trigger and blasts your guts all over the 
place. Her school uniform includes a very short skirt, 
which might put some people off but I did not find it 
offensive. It’s perfectly in line with a schoolgirl assas- 
sin. Your eyes are initially drawn to the gun, but her 
face is really the focal point of the figure to me. She 
will fit in perfectly with my Rezolution APAC army as 
Bishouju Senshi even though the gun on this model is a 
bit larger than the pistols that they carry in that game. 
She would also fit in to any modern game (mundane or 
supernatural) that you might be playing. Overall, it’s a 
very crisp and clean figure that I liked a lot. 


HFAO15 Dionne, Werewolf Hunter £3.00 

If Dionne is 
not supposed 
to make you 
think of Kate 
Beckinsale in 
( the Under- 
world = mov- 
ies then I'm 
really off in 
my —_assess- 
ment of this 
figure be- 
cause that’s 
the first thing that I thought of. Like Suzi, this is a sin- 
gle piece model and there were a few more bits of flash 
on Dionne. They were mostly on her guns but her feet 
needed a bit of cleaning too and there was a small bit on 
her chin that had to be carefully removed. The rest of 
the model was free of any cleaning and I could not find 
the mold line. She is wearing a skin tight suit with small 
buckles and zippers all over it, but they are not large 
enough to be out of proportion or silly looking. She car- 
ties two pistols down towards the ground and is in a 
confident walking pose. There’s not a whole lot of ani- 
mation to the figure but it’s a figure that would work 
well as a player-character model in either a sci-fi or 
modern game. 


HFA015 DIONNE, WEREWOLF HUNTER 


HFA016 Singee, Alien Hunter £3.00 

In what must be an homage to Sigourney Weaver's 
character, Ripley, in the various Alien movies we have 
Singee. This model’s gun and parts of her arms are 
molded as a sepa- i 

rate 


glued into place. I 
like the pulse rifle 
a lot and it imme- 
diately made me 
think of the same 


rifles from Aliens. 
HFAO16 SIGNEE ALIENHUNTER WITH KWSIta 


EP Baining 


High Quality 
st Turnaround 
jeasonable Prices 


She’s in a pose that has her walking forward ready to 
fire her weapon. She also carries a holstered pistol and 
has a couple of pouches for bits of gear. Her low cut 
pants and short shirt show off her midriff. Her waist and 
the way her shirt hangs shows off a somewhat shapely, 
but very natural female figure. Her hair is fairly short 
and wavy. It’s the only part that’s not quite spot on for 
me as a replica of Ripley on an otherwise very good fe- 
male sci-fi warrior. 


HFK001 Captain Freddy Bagshott and 

HFK002 Sergeant Stan Gammage £2.50 each 

What’s not to like about Hasslefree expanding their line 
of sci-fi figures to include halfling? Nothing, that’s 
what! Ok, these guys don’t have anything that screams 
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models. They are about 20mm from foot to head and 
each has tiny little pouches and gear. Captain Freddy 
carries a pistol and walking stick and has a rifle slung 
across his back. Sergeant Stan has a Lewis Gun with 
an extra drum of ammo on his backside along with a 
canteen, bedroll and backpack. Cleanup was minimal 
on these miniature miniatures and they both pack 
enough character for figures many times their size. Of 
course, both of them are bare-footed, which is only 
proper for halflings. They are actually part of Hassle- 


free’s Kin- 
dred line 
and I love 
these little 
guys. As 
soon as 
some regu- 


lar troopers 
come out to 
augment 


sci-fi like the Grymn do but unless you’re playing an these lead- 
alternate history game where the Brits were halflings ers 

(which is ok I guess) theyll count as sci-fi in my book. be 

I can easily imagine them populating a world in a game march 


of Traveller? and even being used as player-character to war! 
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P NEW 4 
"HASSLEFRIESIAN' NEWS "LIBERTEE' i 

WELL HELLO AGAIN! 
CHAOS?7.........YUP! One of our staff members commented a few weeks ago that for a company with such a ‘hasslefree' profile it is 


extremely chaotic behind the scenes. The good thing though is that choas behind the scenes means a fast and efficient service 
to you guys who spend your hard-earned cash on our toys. Thanks very much lots & lots. Of course we really do wish it wasnt so crazy 
all of the time but that is the nature of the industry .... and we love it! _| think that if we didnt release so many cool figures 
so often then it would be a little less manic but then life would be pretty boring without a regular new dose of HF goodness wouldn't it?? 


On the figure front, check out the larger ad with the upcoming releases i as usual we have listened to your requests and have a mix 
of goodies to tempt you from Fantasy football to nekkid chicks to more Grymn to flesh out your Imperial Gua. ooops i meant your 
"Grymn‘ armies. More character figures?? Check out the cute female pirate or the octogenarian barbarian. Want some Demon children? 
hehehhehhe... ....well i can post you mine if you want (although i dont think child services wouldnt be too happy!) , alternatively keep 
an eye out for the trio on a sprue in the beginning of May (also up on the WIP section of the website). Over the next two months we also 
have the winners and runners up of the ‘Sculpt us a Pirate’ competition.....and a mottley crew they are (i can feel my timbers shivering ...) 


Well we are two years old officially now and again i would like to offer my thanks to those who have supported us. When we started up the 
overall attitude to customers set by some of the larger companies was to see their customers as ‘walking wallets’. We didnt agree with 
that and set out instead to show that it could be successfully ‘customer led’. Granted we havent made as much money as we could 
have done but look at the fun we have had, the friends we have made and still kept a roof over our heads! AND proved it could be done! 


The ‘Forum of Doom’ is where the latest greens / wip's and gaming news goes on... follow the link on our website to see painted pics by regular customers 
as well as participating in the development of our ranges. Keep an eye on workbench for preview pics of greens in progress 
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" Oi me hearties . . 
are those mountains 
on the horizon?" 


"sheesh 
.» men!" 


"no Guy, looks like one of ‘, 
Kev's nekkid chicks. . ’ 
lucky blighter . .do 


you think his wife knows ?" 


= 


"can i shoot 
her with my 
blunderbuss 
.. please ?" 


“where's that 
girlie then 2?" 


“she went that way " 
a~ (that should throw 
re him off the scent...) 
~ 


na 


y ow 
b NOT JUST CUTE 
pS NAKED CHICKS 
‘ & COOL GUNS, 
BUT 


SERVICE WITH 
ASMILE! 
much less com, 


HFHO028 Alyx £3.50 

This little multi-part hellion 
comes with four separate arms; 
two right arms (one carrying a 
pistol and the other with her 
hand extended in a post remi- 
niscent of 80’s heavy metal 
bands like DIO) and two left 
arms (one holding a baseball bat 
and the other with a teddy bear). 
She’s nothing but attitude no 
matter how you put her to- 
gether. Even her head is cocked 
to her left side giving you atti- 
tude! She’s wearing a dishev- 
eled school uniform including 
an untucked shirt and untied 
shoes. Flash was minimal, but 
was present in a few places, but the mold line was not to 
be found. I’m probably going to use her along side 
Suzi as another Bishouju Senshi in my APAC army for 
Rezolution since they start training these female killers 
at a very early age. She’s just a sweet little bundle of 
violence, sugar and spice and I like her very much. 


HFOO005 Viktor £3.00 

This little guy is something you don’t see too often, a 
goblin wizard. He stands only about three quarters of an 
inch tall if you measure to the top of his head, but his 
staff adds another inch to his overall height. He comes 
in two pieces, the staff with the right arm attached to it 
fits into the torso in a very well done ball in socket joint 
at the shoulder, and the seam is masked by the goblin’s 


HFOO0S VIKTOR, GOBLIN WIZARD WITH STAFF 


fur cloak. The facial detail is really outstanding and the 
rest of the model is nearly just as good. Other details of 
note include a skull (complete with hair) tied to the top 
of the staff, and a miniature skull with other trinkets on 
his belt. There is not a whole lot of metal on this guy, 
but there are no weak points, and he is well balanced. 
There was a few bits of flash here and there, but mold 
lines were slight at best and only really visible on his 
arms. This dude will be a great centerpiece for a horde 
of gibbering goblins. 


HFM005 Mjolnir £7.00 

This is another version of Hasslefree’s mercenary ogre, 
Mjolnir (HFMO001). Although they call this another 
version”, I would go even further and say that it could 
be considered another ogre completely. There are of 
course similarities, but this is a complete rework and not 
a conversion so they look different enough to be consid- 
ered different models in my book, but that’s just me. 
This guy is a big model, standing over an inch and three 
quarters tall and he is all bulk. He comes in a total of 
seven pieces. First you have the legs, and then the chest, 
two arms (one holding the sword), a fancy belt knife, a 
great big steel shield, and finally the head. There is no 
pining on any of these, but there is enough surface area 
on the mating surfaces to make for a relatively solid 
joint, but if you plan on being rough with it, I would go 
ahead and pin it yourself. The only troublesome part of 
butting this bad boy together is the trimming the metal 
sprues off that all the smaller pieces are attached to. Be- 
sides that, what little flash and mold lines there are on 
the model come off easily and quickly. There is no lack 
of metal on this guy so your not going to easily damage 
him (and may have a rough bending ANYTHING even 
if you wanted to). This is a cool model and will make a 
great = wing- 
man for the 
other Mjolnir. 


Reviews by 
Mark 
Theurer 

& Clay 
Richmond 


PanOceania Fusilier, Hacker €7.00 


Well, it didn’t take long for 
the Infinity “Hackers” to 
get released. This was one 
aspect of the game of Infin- 
ity that we didn’t get to try 
out in the battle report for 
this issue. If you haven't 
checked out the rules yet, 
these are the guys that can 
actually hack into the elec- 
tronics of the enemies mod- 
els that depend heavily on 
computer assisted control 
(things like unmanned forces and heavy infantry wear- 
ing power armor). Oh well, something to look forward 
to next time. This model is the Hacker for the PanOce- 
ania forces and he comes in a total of six pieces not 
counting the round plastic slotta base. The six pieces 
include two antennas, two arms, his riffle, and the main 
torso. The antennas are that same standard issue parts 
that I’ve seen with other PanOceania models and affix to 
the back of the armor in small ball in sockets joints. The 
Riffle, appears to be the standard issue Fusilier weapon, 
but there is no real obvious place to attach this to the 
model, so I have to assume that it is an optional item (or 
you could strap it across his back I suppose). The torso 
and the arms are the impressive part of this model. The 
detail is simply intense. Both his arms are up as if oper- 
ating virtual heads up displays, and because of the heavy 
goggles he is wearing, this is probably exactly what he 
is doing. On one hand, all five fingers are splayed, 
while on the other he is holding up two fingers together 
with the thumb out at ninety degrees. No this may not 
seems like much to you, but trust me that creating and 
casting a model of this scale with this many little fingers 
standing up by themselves is no easy task, and all this 
with only the barest hint of flash on the tips of a couple 
of the fingers. The arms attach to the torso in nice ball 
and socket joints and fit well enough to be make the 
seam quite small and it should easily disappear com- 
pletely with paint. The detail on the torso is just as im- 
pressive as the arms in quantity and sharpness, and how 
they cast this guy without any flash is beyond me. Mold 
lines too are so minimal that I had to search for quite a 
while before finding just the hint of one. This is an ex- 
cellent model, and one that I’m anxious to use on the 
battlefield just to see how Hackers might affect the 
game if nothing else. 
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Yu Jing Tiger Soldiers €12.00 


This _ blister 
includes not 
one but two 
models for the 
Yu Jing army. 
The weapons 
that come in 
the blister al- 
low you to 
arm one with 
a “Combi Ri- 
fle”, and the 
other with a 
heavy machine gun (HMG). Besides the main torso and 
the detached weapon, each model comes with another 
three other parts bringing the total piece count to five 
and a round plastic slotta base each. One of the addi- 
tional parts that comes with these guys, which is what I 
am assuming gave them their name, is a fin like attach- 
ment to the back of their armor. The other two small 
pieces appear to be antenna that also attach to the back 
of their armor. The weapons are not interchangeable, so 
even though there are two sets, you still only have one 
configuration available. The antennas fit into very small 
sockets (barely a dent) and the fin fits over the contour 
of the back with no pins or socket. The weapons (for 
both models) fit very snugly onto the model attaching to 
both arms with small ball and socket joints. Both mod- 
els seem to be holding their weapon up while they are 
taking aim, and one of the models is doing this on the 
run (and if you read the Infinity battle report in this issue 
you will see that this happens a whole heck of a lot). 
Both models are chalk full of sharp distinctive detail and 
show a decided lack of mold lines and only small spurs 
of flash on some of the protrusions. These guys are well 
balanced and with the possible exception of their little 
antennas on the back, they are quite sturdy. These are 
great models that should add a lot to the battlefield. 


Yu Jing Invincible €7.00 
Next up on the Yu Jing army list is this tough looking 
little lady, and I have to say that this one was something 
of a challenge to put together. In total, there are eight 
pieces and a round plastic 
slotta base that go into 
building this model, and 
five of the pieces are really 
small. Four of the five 
small pieces are the anten- 
nas that so many of the 
models for Infinity have, so 
except for the quantity (her 
back gets a tad crowded 
with them) they are not to 
bad to handle. The difficult 


Infinity is a product of Corvus BelliS.L.L. c/Seixo, 13. 36940, Cangas, Pontevedra. 
Tfno-Fax: 986 300288 Contact us at infinity@corvusbelli.com 
/ or www.corvusbell.com & www.infinitythegame.com 


= 


part comes with the final small part. She carries a large 
“Multi Rifle” in both hands, the weapon is one piece and 
it comes with her right arm and left hand attached to it. 
Her left elbow and forearm is the other small piece, and 
it was no fun getting the weapon, torso and forearm all 
glued together (and if you can do it without getting glue 
on your fingers you're a better modeler than I). The 
weapon and the small pieces all had more spurs of ex- 
cess metal that I’m used to seeing on Infinity pieces, and 
these did nothing to help how the model fit together. 
She also comes with a sizable sword, but this appears to 
optional as there is no real comfortable place to glue it 
onto her. The model itself, once all glued together, is 
pretty cool. She lacks nothing in detail and it is in a nice 
well balance action stance. Some of the detail is unfor- 
tunately covered by her weapon but this I guess is un- 
avoidable (it just makes it hard to tell if the model is a 
“him” or a “her” except for the tail of hair coming from 
the back of her helmet). 


Ariadna — Line Kazak with Missile Launcher €7.00 

Ah, some heavy support for my Line Kazaks. This fe- 
male trooper comes in three pieces (body, right arm with 
missile launcher and her left arm) and had a bit more 
cleaning needed than I had with the other Ariadna fig- 
ures last issue. The main figure had a few stray bits of 
metal that needed to be clipped but the mold line was 
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really only visible 
across the top of her 
hat/head and it was 
easily smoothed out. 
The arm with the mis- 
sile launcher had a 
thin web of metal that 
followed the mold 
line around the top of 
the weapon. It was 
not too thick but was 
something that I did- 
n’t really encounter 
with the other figs. 
Go ahead and do a 
dry run before applying glue to the figure just so you get 
in your head the correct positioning of each arm since 
the left arm will come up to support the missile launcher 
that’s being held in the right one. She is wearing the 
same armor as the rest of the Line Kazaks and has the 
pistol, knife, backpack and bags that the rest of them do. 
The face is really well done and I also like the shape of 
the missile launcher. It’s big and bulky but not ridicu- 
lously huge. She’s a good addition to my forces and one 
that you could use in a similar role (heavy weapon 
trooper) in any other sci-fi game whether it’s an rpg or 
tabletop combat game. 


Ariadna — Uxia MeNiell €7.00 

This female personality 
model comes in two pieces 
(right hand with shotgun 
and the rest of the model) 
and had much less cleaning 
required than the heavy 
weapon trooper above. The 
first thing I noticed about 
the model was what I 
thought was her thin waist- 
line. She is not bulked up 
with a backpack and extra 
straps so has a normal 
waistline. The belt that holds her pistol’s holster does 
add to the appearance of an even smaller waistline but 
after examining the figure it looks in proper proportion. 
Her chest armor and belt are what makes it look thinner. 
While she fits in with the look of the rest of the Ariadna 
army she also has some differences. The main ones be- 
ing that she’s wearing what looks like a knit sweater and 
hat. Not like she’s off to deliver Christmas presents or 
anything, I just thought it was a neat difference. Her left 
hand holds a set of binoculars and there is a knife 
strapped to her left boot. Her backpack is smaller than 
the other Ariadna troops that have one and, in fact, hers 
is actually two smaller packs instead of one large one. 
Once glued into place the shotgun rests between one of 
her small back bags and her hat, right across her back 
and the model is ina more relaxed pose than in the mid- 
dle of a firefight. Her hair is in pigtails, like Pippy Long- 
stocking and the face is up to par with the rest of the 
models in this line. 


Yu Jing - Zhanshi €7.00 

Here is my (Brian’s) first review of miniatures for 
Mark’s publication. He asked me to look at this model 
because they are produced by Corvus Belli and I own 
quite a few of Corvus Belli’s 15mm figures; Carthagin- 
ians, Numidians and Ancient Spanish. This figure 
measures up to what I have come to expect in terms of 
CB’s quality of production. Zhanshi is the hacker for 
the Yu Jing faction of the Infinity 28mm miniatures 
game. Bottom line: this is a very nice figure. I found no 
mold lines and the only flash 
was a small amount on the 
left thumb and pinkie. The 
model is molded in two 
pieces: a torso and a left arm. 
The arm and joint fit to- 
gether quite cleanly. I had to 
do no work to get a good fit 
when attaching the arm to 
the torso. 


The figure is very well 
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sculpted. There is plenty of detail, but not so much as to 
make an amateur painter nervous. The model is VERY 
female. She fits in quite well with the genre and the rest 
of the Yu Jing figures. Being a hacker, the model has 
plenty of high tech gizmos on her person to go along 
with the assault rifle that she carries. Zhanshi is lightly 
armored, but not defenseless. This figure also has po- 
tential to work in any kind of game that is post-modern 
and/or militaristic in nature. So, if you like armed, sci- 
fi, female figures then this one is just for you. 


Yu-Jing - Guijia €25.00 

Guijia is a mecha-type robot for the Infinity 28mm 
miniatures game. When I pulled this big boy out of the 
box I was suitably impressed with the work that Corvus 
Belli did in producing this model. I was momentarily 
worried when I counted the number of parts for the fig- 
ure: eight. But, once I started fitting the parts together 
my anxiety departed. 


The model is divided into the head, torso, legs, right 
arm, left arm, and three spines. The quality of work on 
Guijia was truly outstanding. I had to do very little 
work to clean the parts for assembly. The only real 
mold line I found was along the upper edge of the big 
ass gun that this thing carries. That line took less than a 
minute to remove. All of the joints fit together per- 
fectly. This was very surprising. On models of this size 
I’m used to doing some carving on the concave parts of 
joints to get them to fit the male portion of the connec- 
tion. But, I just applied the glue, held the parts together 
for a few minutes and voila, a beautiful joint. 


You could pin the larger joint is you like, but I did not 
and I have had to do no re-gluing even though I have 
had less-than-gentle moments with it. From opening the 


box until construction was completed probably took 
twenty minutes at most. Guijia stands around 54mm in 
height and is built like a NFL linebacker. There are al- 
most no flat surfaces on this model. The only ones are 
the sword blade and the spines running down the back of 
the figure. The rest of Guijia is made up of gentle 
curves and that flow from one section to another. This 
feature will make for easy painting for the beginning 
painter. The experienced painter will find plenty of 
room to do shading and blending to make this model 
quite unique for it’s owner. This burly lad will make a 
nice addition to any miniature’s collection. 


Reviewed by Clay Richmond, 
Mark Theurer and Brian Ahrens 


CSO Marshal — ABG 2006 $6.99 


This is an interesting model 
that at first glace you will 
thing belongs in a RPG 
game of the Wild West. On 
closer inspection however, 
you will see that his gun is 
a whole lot bigger and a 
whole lot more modern than 
a simple six shooter. And 
then there is the fact that 
there is a pair of modern 
day hand cuffs and a gre- 
nade hanging on an army 
looking utility belt. This is 
a single piece solid cast 
model complete with round plastic slotta base and a data 
card. He is relatively free of mold lines, but has a bit of 
flash that needs to be cleaned up under one arm. There 
is a large amount of detail on the model and all of it is 
clean and distinct. There are no weak points on the 
model and he is standing rather calmly so there is not a 
balance issue either. The only real odd thing about this 
gut is that in his left hand he holds the highly modern 
“Hammerhead Assault Pistol” and there is no visible 
holster for it. However he does sport a holster on his 
right hip and his right hand is resting on the gun in the 
holster, a gun, although you cannot tell for certain, that 
may well be one of those antique six shooters of yore. 


CSO Marshal (female) — ABG 2006f $6.99 

This is a solid cast model of a bad ass, wild haired, gun 
toting lady marshal, the female version of ABG 2006. 
She comes in two pieces and has both a round plastic 
slotta base and a data card included. The right arm, and 


the big ole’ handgun 
it holds, is the part 
that comes detached. 
For the most part, the 
model is free of flash, 
but there are a few 
errant slivers of metal 
that need to be 
trimmed and the de- 
tached arm is at- 
tached to the base, so 
it needs to be 
trimmed and cleaned 
up as well. The good 
news is that this 
model has some really cool detail on it. In fact, to ap- 
preciate the amount and quality of detail (at least before 
its painted) you need to look at this model under a mag- 
nifying glass. This model is clean, precise and chalk full 
of all kinds of details. I would even say that this is a 
model that I might recommend to any miniature painters 
that are looking for a show piece model to paint. It’s that 
good. This is definite a model worth the money for 
players of Rezolution as well as collectors in general. 


Dravani Souless — ABG 4002 $8.99 

For those new to the game of Rezolution, the Dravani 
are the aliens in this near future game. The twist is that 
although they are aliens, they have been “among us” for 
quite some time. This particular blister is one of the first 
wave of releases from Aberrant Games for Rezolution, 
and it contains two single piece, solid cast models, both 
coming with round plastic slotta bases. There is also a 
data card that comes with the blister. These particular 
Dravani have been mutated due to a blunder of their an- 
cestors in centuries past and have past the mutations 
down to their progeny. I’m guessing that these two 
creatures may well have a difficult time hiding “among 
us”. One apparently has an extra tooth filled mouth 
where his (or her... who could tell) forehead should be. 
The other has a huge sloping forehead that wants to 
wrap to the back side of it’s head, and seems to want to 
hide its deformed 
arms by _ hiding 
them under bands of 
cloth suspended 
from it’s shoulders. 
Both models are 
very detailed and 
have only the barest 
hint of mold lines 
and excess metal. 
Neither took more 
than a few moments 
to prep. Both stand 
between an inch and 
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a quarter and 
an inch and a 
half (not 
counting the 
base) so as far 
as size is con- 
cerned, they 
are compara- 
ble to humans. 
Their looks on 
the other hand 
is another mat- 
ter altogether. 
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Dravani (Human form) — ABG 4006 $6.99 

Here we have the Dravani in 
what I would image to be their 
most common form while hid- 
ing among the inhabitants of 
Earth since in this form they 
are essentially indistinguish- 
able from humans. This model 
is a single piece solid cast 
model of scantily clad female 
wearing fashions that must be 
the thing in the year 2175. She 
is in a relaxed stance leaning 
on a sword that has its tip bur- 
ied in the ground. The blister 
also comes with a data card and 
a round plastic slotta base. Bing a single piece, with no 
really frail sections, the model is sturdy and balanced. 
There were some mold lines on the arms and legs, but 
only the smallest amount of flash. The model is mostly 
skin and clothes, but even so, the detail is really good. 
The body proportions and highlights, the futuristic fash- 
ions, and the facial features are all excellent. As the 
background stories go, it’s ladies like this that got the 
legends of the succubus and the vampire going, and 
looking at this model (and knowing something about the 
powers of the Dravani) it’s easy to see just how that 
happened. 


Dravani Baggers Leader Pack — ABG 4007 $9.99 

This blister contains two models, one of which looks to 
be like the baggers in ABG 4008, while the other has a 
more human appearance and has her weapons attached 
to her wrists rather than her hands actually being the 
weapons themselves. The first model comes in two 
pieces, while the one that is presumably the leader 
comes in three pieces. There is a data card in the blister 
and both models come with a round plastic slotta base. 
The first model, is kneeling looking up, with its me- 
chanical hands together as if in offering holding what 
looks to be a brain. The arms, hands, an offering are all 
one piece, and the rest of the model is the second piece. 
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The arms attach to 
the shoulders with 
flat face to face 
joints. The pieces 
have a little flash, 
though not very 
much, and there is 
a metal sprue on 
the arms that 
needs to be 
trimmed = away. 
This guy is proba- 
bly the least fragile of the baggers since the one piece 
you need to glue on attaches at two points. The second 
model, the one I’m thinking is the leader, could actually 
pass for human except for the wicked weapons attached 
to her wrists. For her, it’s her hands that come detached 
and mounted ona sprue. One of these is pretty small, so 
it’s a bit tricky to get in trimmed and glued on correctly. 
The other hand includes the lower arm and the elaborate 
weapon on the wrist, plus it mounts with a small ball in 
socket joint, so it’s a bit easier. The worst part about 
prepping this lady for assembly is cleaning the sprue off 
the hands. The main torso had very little flash and only 
traces of mold lines. These are both a couple of good 
looking models and the detail is very distinct and finely 
done. 


Dravani Baggers — ABG 4008 $9.99 

There are two solid cast models in this blister, the first 
comes in three pieces, and the second has only two 
pieces. The blister comes with a data card and both 
models 
also 
come 
with 
round 
plastic 
slotta 
bases. 
For 
both 
models 


it’s the arms that are detached, the only difference being 
that for one of them, one of the arms comes already at- 
tached. The hands on these uglies are mechanical with 
elongated fingers (or should I call them claws?). The 
second model’s arm ends in a long curved blade rather 
than a hand. I’m taking it that these two are not into 
finger foods. The detail on these model’s faces and bod- 
ies is very intricate and extensive. So extensive in fact 
that beginning painters might be a bit overwhelmed with 
it. There is a moderate amount of flash due to the many 
points and individual fingers, and there is also a metal 
sprue that has to be removed. Mold lines, on the other 
hand, are very minute when they are even noticeable at 
all. The arms are not pinned and look to be moderately 
fragile even after assembly, but the rest of the model 
appears to be sturdy enough. These guys are sure to 
make someone’s eye bug out when they see them show 
up on the battle field. 


Dravani Volkoda — ABG 4009 $11.99 

The Volkoda is one nasty looking pooch. This model 
comes in five separate pieces plus a rectangular plastic 
cavalry base. There is also the standard data card sup- 
plied in the blister as well. This thing is apparently about 
the size of a large Great Dane and has a whole bunch of 
spikes, claws, teeth and horns covering it legs and head. 
In fact, its hind legs end in long spikes rather than feet. 
Its front two legs do have feet that are comprised of four 
clawed toes. Its front legs even have an extra little arm 
that ends in yet another long spike. Three of the legs 
and the head come detached from the main torso. All fit 
together nicely with small molded pins (except for the 
head which uses the neck as a pin). Due to all the spikes 
sticking out (some of them fairly fine), and the multiple 
joints, players will have to be a tad more careful han- 
dling and storing this guy (for your sake as much as for 
the model) that than with other pieces. Also, due to the 
myriad of sharp points there is a lot of flash and excess 
metal that needs to 

be removed, but 

none of it was dif- 

ficult to take off 

cleanly. This is a 

wicked looking 

model that you 

will want to field 

just for the model 

if for no other rea- 

son. 


ABG3006 - Numb Sisters (2) $8.99 

This blister contains two close combat fighters and can 
make up a complete unit because the unit size is 2-4 
models. These ladies are part of the APAC faction and 
have a very distinct Asian look to them. They are armed 
with razor fans and are wearing very light robes. Each 
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model is unique, but is also 
armed and clothed in the same 
fashion as the other. Their 
pose, facial features and hair 
are different, but their 
"uniforms" match nicely and 
you could paint them up in the 
same colors or in dramatically 
different colors and they 
would still be recognizable as 
being in the same unit. Each 
needed some cleaning, mostly 
around the fans and head and 
while the mold lines were vis- 
ble they were also quite faint 
and easily taken care of. One of the models has her right 
fan as a seperate piece that is molded down by the tab 
that fits into the base. They models are nicely propor- 
tioned and well done. There is nothing on the models 
that screams out that they are from a sci-fi game so they 
could also easily be used in any setting where you want 
some Asian-influenced female assassins armed with ra- 
zor fans. For me, they'll be a nice addition to my APAC 
crew. 


ABG3007 - APAC Arashi $10.99 
Straight out of the artwork from the Rezolution rulebook 
(page 165) comes the female Arashi model. The male 
version (as can be seen in the previous issue of Fictional 
Reality) comes in two pieces, but this model is in four 
and requires a little bit more effort when it comes to as- 
sembly. Three of the model's pieces are long sections of 
flowing cloth that extend off of the Arashi herself. Be- 
fore doing any kind of assembly take each of the pieces 
and make sure you clean them of mold lines and flash. 
There's a little of each on all of the pieces and you'll 
want to make sure you take care of it early on. One at- 
taches to the base and into a small void in the small of 
her back, right above her butt cheeks. Do a dry fit first 
and see if you want to carefully bend the fabric into an- 
other position. You can fit the fabric to the void in her 
back and also have her feet resting on part of it for extra 
stability if you like or you 
could, with some careful 
work, pin and glue the fabric 
to the body of the model. 
After that is done you'll have 
two sections of fabric that fit 
onto her torso and extend 
downwards, but do not 
touch the base. The model is 
dressed in a corset and very 
light clothes. She sports a 
very blunt haircut that cov- 
ers her eyes and leaves just 
her lips and part of her ears 


visible. Since the finished model rests in a pretty straight 
up position, and the center of gravity of the model is a 
bit higher than normal, you'll want to be a bit more care- 
ful when using it during a game so you don't knock it 
over and damage it. It's a nicely styled model that, like 
the Numb Sisters, could easily find itself in a number of 
other genres. 


ABG 5003 - Ronin Fist $6.99 
This single-piece figure is of a 
thin, but very muscular male 
hand-to-hand fighter that stands 
bare-chested with fists clenched 
ready to fight. He wears a long 
"skirt" or kilt-like piece of cloth- 
ing but other than that has no 
weapons or armor. There was a 
mold line that went all around the 
figure and there were also two 
metal tabs that connected his 
hands to his "skirt". He did re- 
quire more cleaning time than a 
lot of other Rezolution figures 
that I've looked at, but I would not call it excessive. 
He's bald and the muscle detail is raelly well done, but 
not cartoonish at all. When considering how to paint 
this guy there are really only two things to think about . 
Skin color and clothing color. I've seen some really nice 
paint jobs online with this guy's "skirt" painted up like a 
flag and for the ambitious painter he's a very nice blank 
canvas that you can go to town on. He also looks like a 
relatively easy figure for a not-so-experienced painter to 
get to a nice finish without too much trouble as there are 
not a lot of fiddly bits and detail. Outside of Rezolution 
this figure could easily fit into a fantasy or modern game 
as a martial arts expert and nobody would think twice 
about it. 


ABG5007f - Ronin Esper (female) $6.99 

This one-piece model is a great representation of the 
picture on page 113 of the Rezolution rulebook. She's 
probably in her early teens and is wearing a mish-mash 
of clothes that ranges from what looks like a nightie on 
top and a pair of jeans with huge bellbottoms fromthe 
waist down. Depending on how you paint her legs she 
could be wearing shorts 
and just the bellbottoms or 
the whole pair of pants. 
There's a lot of exposed 
flesh, especially if you 
paint her bottoms as shorts, 
but nothing revealing. 
She's in a pose that depicts 
her using a Craft power. 
Flash was mainly present 
around her hands and hair, 
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but the mold line was almost impossible to find so her 
cleanup took just a few seconds. The face was really well 
done and the whole figure looks easy to paint to a good stan- 
dard. A very well done figure that definitely has uses 
outside of Rezolution, mainly in modern or sci-fi games, 
if you're looking to get double duty out of this model. 


Plastic Bases $4.99 

In this blister you get 
eight round plastic 
bases that you can use 
as alternates to regu- 
lar flat slotta-bases. In 
the blister I found 
four different textures 
on the bases all of 
which have a modern 
or tech appearance to 
them. None of them 
have so much detail that you need to be worried about 
spending as much time on the base as the figure unless 
that's what you want to do. A simple base coat and a 
drybrush will easily have these ready to go. I would rec- 
ommend these most if you are about to paint a new team 
of figures or a whole new crew. You'll need to clip off 
the tab at the bottom of each figure since there is no slot 
on these. If you want to add a bit more detail to your 
figures this is an easy and cheap way to do it. 


ABG 6002a Mere Emissary of the Empire $6.99 

ABG 6002b Mere Emissary of the Empire $6.99 

Each of these female figures represent the same type of 
mercenary that can be employed by your Rezolution 
team as long as you don’t have any Dravani or Vatacina 
troops present. They are in different poses and wear 
slightly different garb, but are essentially the same fig- 
ure in game terms and you'll only need one, but having a 
choice in poses is never a bad thing. 


The first is in a running pose with her weapon, a long 
tech-looking polearm with some hoses, a blade am d a 
lever or firing mechanism on it, while wearing very little 
in the way of clothes or armor but has a long flowing 
cape fluttering behind her. The folds of the cape are 
nicely done and the detail on her face is also very clean 
and well done. There 
was only one small 
bit of flash but a visi- 
ble mold line did run 
around most of the 
figure that required 
cleaning. The hardest 
part of the mold line 
to clean was across 
her left cheek. What 
she is wearing has a 
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Egyptian feel to it and she (well, both of these models) 
do make me think a bit about some of the characters in 
the movie Stargate. 


This version of the Emissary is in a standing pose firing 
her weapon (so it must serve as a ranged and close com- 
bat device) and the pose is a bit more static than the 
first, but the detail is comparable. Her clothing and very 
similar but is not an exact match so when you hire one 
of the Emissary's to work on your team it's probably not 
the same one all the time. This one had a bit less clean- 
ing required than the first, but the mold line was still 
more prominent than any flash. 


Out of the two Emissaries I like the first, the running 
one, the best just because of the animation of the pose. 
That may be because I plan to use her in my APAC 
army that is already littered with wildly posed figures 
and I think she'll fit in there better. 


ABG 6001 - Mere The Cardinal 

and Sister Carmine $12.99 

The good Sister comes in two pieces and is the more 
dynamically posed of the pair. She is in a leaning for- 
ward pose with her right hand and axe coming as a sepa- 
rate piece. The bulk of the model did have a faint mold 
line and a few bits of flash, but it cleaned up quickly. 
The axe had more cleaning than the rest of the figure 
with more flash, but not really any mold line at all. It 
attached easily to her right wrist and the resulting pose is 
pretty action-oriented as if she's ready to strike with her 
weapon. She's wearing a nun's habit, but not the kind 
you saw if you went to Catholic school as the high 
heeled, thigh high leather boots and corset/bustier show 
off a little (ok, a lot) more skin than the nun that 
smacked your knuckles with a ruler in class! Nothing 
obscene in my opinion but just not your typical nun. Of 
course, Sister Carmine is probably not your typical nun 
herself. It's a well proportioned figure that doesn't suffer 
from "Pamela Anderson Disease" and one that would 
also do well as a cleric in a fantasy rpg. 


The Cardinal is standing up straight and comes as a sin- 
gle piece model with no visible weapons. His hands are 
clasped in front of him and he has a contemplative or 
judgmental look on his face. His head has been aug- 
mented with bits of cyberwear and he appears to be 
wearing leather buckles on his forearms to go along with 
a more traditional looking set of priest clothing. There 
was zero cleaning needed on the Cardinal and he was 
ready to glue to the base and prime right out of the blis- 
ter. The glyphs on his clothes have been slightly raised 
so this will ease their painting. He's definitely the less 
action-oriented of the two figures in this blister and he 
also has a bit less crossover usability as the cyberwear 
gives him away as a sci-fi era character. Still, a good, 
cleanly sculpted figure that you'll use along with Sister 
Carmine in Rezolution. 
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AMI Asteroid miner with twin assault guns $6.90 
Alpha forge is 
coming out with 
some really 
unique stuff, and 
their line of As- 
teroid miners 
surly fits the bill. 
These part men, 
part machine 
guys are quite the 
site with their 
robotic grasshop- 
per like legs. 
The overall de- 
sign is really cool 
and is probably 
very different than anything you are used to. This par- 
ticular model comes in a total of seven pieces not count 
the two inch round plastic base. The pieces are pretty 
straight forward, two mechanical legs, two gun toting 
human arms (well... mostly human anyway), an aug- 
mented human head, and two parts that make up the 
torso. All the parts fit together either with a ball in 
socket joint (the arms and head) or with pins (the me- 
chanical parts). In all case the fit is nice, but there is 
some filing that needs to be done here and there to 
knock of a few specks of unwanted metal. Although the 
parts are fairly small, with the exception of the head, 
they are all big enough that they go together easy 
enough even with fat fingers. As for the head, well, use 
tweezers or accept the sticky finger fate. There are sev- 
eral bits of errant metal on the different pieces and some 
mold lines to smooth out, an since the pieces are fairly 


small, the prep work can take you a bit longer than for 
other models. But in the end, you get a pretty cool look- 
ing fig. 


AM4 Asteroid miner foreman $6.90 
The fourth (and last of 
the currently available 
line) of the Asteroid 
miner set is this seven 
piece model. They call 
him a foreman, and his 
pose is obviously one 
where he is giving in- 
struction, so [’m 
guessing this is the 
boss man of the squad. 
In one arm he is hold- 
ing up a riffle, while 
his other arm is out straight pointing as if issuing orders. 
Both these arms attached to the main torso in ball and 
socket type joints so there is some leeway on which way 
you want the arms to be pointing. The head, this one 
looks like he has been through a Darth Vader type acci- 
dent, fits into the main torso with the same sort of joint. 
It turns out, there are five heads that go with the Aster- 
oid miners, and the one you get with one particular 
model is random. Guess that way you can mix it up 
some. The other four pieces (two legs and two parts to 
the torso) are the same as in the other models of this 
line, so there is no real need to repeat myself. I will say 
that having all four of these guys in a squad will be very 
cool and I think they should be fun to field for their 
looks if nothing else. 


Human or Hydrissian Gun Platform $16.50 
In three baggies I got enough pieces to put together a 
large gun emplacement and have it crewed by either a 
human or a hydrissian figure. The models each have 
separate entries on the website so I’m not 100% positive 
if you get enough pieces for all variations or not. The 
gunners each come in two pieces with the head being 
separate. The human appears to be wearing carapace 
type armor and a helmet while the hydrissian is wearing 
more of what looks like a thin space-suit instead of 
something that will provide him with some protection 
: from incoming fire. 
Both gunners needed 
cleaning as __ there 
were some bits of 
~ flash and a_ visible 
mold line on each. 
Neither of the gun- 
ners have a lot of 
fiddly detail and they 
should be easy for 
inexperienced paint- 
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ers to do well with. The gun platform comes in six 
pieces before you add a gun to it. You can put it to- 
gether without glue to see how it looks assembled. 


be three legs fit well 
into holes into a cradle 
piece that serves as a 
platform for the gun- 
ner's seat and weapon 
mount. It goes together 
into a stable tripod con- 
figuration and while 
each piece did need 
some cleaning it was 
ai easy to assemble. The 
= gunner's seat and gun 
platform are put together using two pieces; the chair it- 
self and an array of buttons and computers that fits in 
front of the gunner. On my dry fit of the pieces I tried to 
swap out gunners and you can but I'm afraid that I'd be 
scuffing up the paint job if this is done much after it's all 
painted. The hydrissian fits in and out more smoothly 
than the human. I would suggest picking which one you 
want in the seat and planting his butt there. You have 
two choices of guns; either a super minigun or a nova 
bombard. They are both large double-barreled weapons 
that have a peg that fits into a void on the side of the 
gunner's chair. The peg had to be trimmed down just a 
bit to fit smoothly into the void and if you wanted to you 
could also swap these out like the gunners, but I really 
think that picking one would be best if you're concerned 
about scratching your paint job once it's done. Right 
now, and this is before seeing the new game rules from 
Alpha Forge, I think that the human gunner/gun has 
more usability and it could fit well into a VOID or Ur- 
ban War game or even do very well as a gun platform in 
Starship Troopers. 
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3009 Purple Worm $19.99 
You only get two pieces in this blister, but one of them 


sure is a big ‘un! 
A true terror to 
underground —ad- 
venturers, the pur- 
ple worm is a true 
icon of Dungeons 
and Dragons. The 
smaller of the two 
pieces is the tip of 
the worm’s spiked 
tail that is protrud- 
ing from the 
ground. It does 
not attach to the 
rest of the model. 
The bulk of the 
figure is the maw and first several yards of the worm 
itself, also protruding from the ground and is surrounded 
by many rocks. Cleaning of the model consisted of lev- 
eling the bottom of the base and removing the mold line. 
The mold line ranged from fairly faint on top to a bit 
more prominent on the underside. The flesh of the worm 
looks mottled and warty and its mouth has a center 
that’s full of teeth. Even though it’s rather tall when 
compared to human-sized models and it ahs a bend it’s 
pretty stable once you level the bottom of the base 
where there was a bit of excess metal. If you’re planning 
on basing the model on a plastic base, as I do with most 
figures, you might have less use for the tail/spike piece 
as it does not attach to the rest of the model. This is a 
simple, but effective, model that will be easily recogniz- 
able by D&D players. 


3011 Musketeer Alfonso $3.99 
3012 Musketeer Olivia $3.99 

These two pistol and sword wielding duelists are each 
one-piece figures that come with an integrated base. As 
you can tell by their names one is male and the other is 
female. They wear very little in the way of armor and 
are reminiscent, as is proper, of the guys you see run- 
ning around sword-fighting in the Three Musketeer 
movies. A wide brimmed, feathered hat, tabard and ra- 
pier complete the look 
and these are simple, 
but very well done and 
effective, sculpts. Since 
the sculptor, J. Winter, 
was the same for both 
models they do look a 
lot alike and would 
make a good pair. Both 
needed a bit more clean- 
ing than I would have 
normally expected with 
the mold line being the 
chief offender. Each 


model took a few 
minutes to clean 
up and since all 
of what they are 
wearing is cloth 
you'll want to be 
extra careful not 
to mar the model. 
If you dig into a 
piece of armor or 
shield when 
cleaning a mold line it can be made into battle damage, 
but no so with cloth unless you want to make it look like 
a slash. Oli rapier was bent in the blister and being 
as thin as it is it was bit harder to straighten out than a 
standard, thicker, blade. If you need to mess with it do 
so just enough to get it straight and then hands off! The 
more you bend it the weaker it will get and you could 
easily break it. Of course, you could really go off the 
deep end and replace the blade with a straight pin. Yes, 
I’m sure someone will get stuck with it! They are close 
enough in appearance to use in an Iron Kingdoms set- 
ting. They would also be good as two player characters 
working together as part of a larger party of adventurers. 
Also, I’ve played in games where you’re running more 
than one character at a time and this would make a nice pair 
for that too. 


3013 Yera, Water Buffalo Minotaur $9.99 

Only two pieces make up this large figure, but they are 
big ones. First is the weapon, which is a long polearm 
with blades on both ends, grasped with both hands. 
Mine was bent in the package but the shaft is thick 
enough to get back into place without damaging the part. 
There was a visible mold line all the way around the 
weapon that took a minute or so to remove. It was not 
thick, but did go all the way around. The hands have two 
knobs on them that fit into voids at the wrist on the arms 
of the model. The knobs were a tiny bit too long and 
needed to be clipped to get the fit just right. You could 
also just cut the knobs off completely and pin the hands 
into place if you like. As far as the body of the model is 
concerned it’s pretty much a regular minotaur until you 
get to the head. He’s not wearing much armor at all and 
has a lot of gear (bags, bedroll and even what looks to 
me like a skin of yak 
milk) on his belt. His 
torso is and arms are 
muscled and well de- 
fined but not overly ex- 
aggerated. The face is 
typically bull-ish in ap- 
pearance and he has two 
large curved horns that 
come down off the top 
of his head and then 


curve upwards. His long hair is tied into a ponytail and 
reaches down to his belt. This is a very nice model as-is 
but I could not help thinking of how I could modify it. 
I’ve been playing a good deal of World of Warcraft 
lately and you could easily clip the hands off of the 
weapon and replace one with a large axe or sword and 
the other with a blunderbuss and turn him into a Tauren 
hunter. Of course, now I have the problem of trying to 
find a blunderbuss big enough. 


3014 Nightstalker Assasin $3.99 

I guess the first thing I have to say 
is that I spelled the name of the 
model the way its shown on the 
blister, so it’s not a typo on our 
part. The model is a single piece 
solid cast model, with a metal inte- 
grated base. For an assassin, he is 
wearing one heck of a lot of 
clothes, in fact, besides the one arm 
sticking out that is holding a long 
knife, and a small speck of face 
showing under his cowl, there is no 
skin and very little body detail at 
all due to the large gown (that looks like it has a petti- 
coat under it) he is wearing. It’s very clean as far as 
flash and mold lines, and the model has no weak points 
or balance issues. In fact it’s above average in weight 
due to the large robes the guy is wearing. The only real 
detail on the model is a row of skulls that decorate the 
hem of his gown so this will be one of the easier pieces 
to paint. 


3016 Toreth, Male Dark Elf $3.99 

Toreth is a single piece model that stands on a small at- 
tached metal base. He is wearing heavier armor than the 
normal run of the mill elf, and it doesn’t look all that 
inherently evil so he could just as easy be used a good 
guy or a bad guy elf. The longsword he holds as if he 
standing at attention so it’s point straight up. The metal 
in sword is not very rigid, so in all likelihood you will 
have to straighten it out and then becafeul during play 
not to damage it. Also, his 
base is so small that it does 


stability, so it would be a 
good idea to mount him on a 
larger base, and this should 
not elevate him too high be- 
cause the attached base has a 
very slim profile. There 
were only a few miniscule 
mold lines on one of his legs, 
and the only flash on him 
was attached to the base so 
this guy comes really clean. 


not provide a whole lot of! 


I also really like the detail on this model as everything 
about it is very sharp and distinct, and his facial features 
are just great. I don’t recall ever seeing any work from 
this sculptor before John Winter) but this model is im- 
pressive enough for me to remember to look for him in 
the future. 


3017 Charnel Grub $6.99 

Obviously, the Charnel Grub is supposed to represent a 
Carrion Crawler and it does a great job! This model 
come sin seven pieces, but six of them are tentacles that 
attach to the mouth area of the model. The tentacles are 
all cast on a single metal tab and are bendable but still 
fairly thick so they should not break too easily. This is 
one big, ugly, squishy looking giant bug and it’s just 
wonderful! The I know that it makes me look like some 
kind of sick freak but this is just a cool figure. The body 
is well done and the mouth and pincers are very neatly 
sculpted. There was no flash to clean and the mold line 
was virtually non-existent. Even with this being a ven- 
erable D&D 
creature it could 
also do perfectly 
well as a menace 
to your party 
members in a 
pulp, modern or 
even sci-fi game. 
It’s very versatile 
and highly recommended. 


3018 Hadrian, Mercenary Sergeant $3.99 

This is a solid cast model that comes in two pieces 
mounted on an attached metal base. His right hand 
holds a really big sword that he is actually holding over 
his head as if its made of paper (yes, he has really big 
arms). The mold lines, at least what few I could find, 
are very mild and all in places making it very easy to 
remove. There was no flash to be found, but since the 
sword tip comes attached to the base of the model, there 
is a nub of metal that needs to be removed from the 
sword. This model is not found wanting in metal, this is 
a pretty beefy guy, so there 
are no weak points to be 
found. The joint between 
the two pieces is at the 
right wrist, and the wrist 
sits nicely into the cuff 
hiding the joint quite well. 
This guy is marketed as a 
sergeant, but I think the 
way he carries himself and 
his high class attire, I think 
he would do just fine as a 
Captain or even royalty. 
In fact, looking at him 
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makes me think of the word “cavalier”, or possible a sea 
faring captain. He is obviously a model that could be 
used for a large variety of roles. 


3019 Lathula, Female Barbarian $3.99 

Lathula is a two 
part solid cast 
model and she 
comes mounted 
on an integrated 
metal base. Her 
two hands, and 
the big two- 
handed sword that 
they grip, comes 
detached and con- 


the model at the 
forearms. There 
is a small ball and 
socket at each of the joints so the parts go together very 
nicely and make for a good strong piece. There are es- 
sentially no mold lines to be found on the model and the 
only excess metal were a few errant strings here and 
there. Now, I can’t say that Lathula is going to be win- 
ning any Miss Universe pageants, but then I suppose she 
wouldn’t be much of a barbarian if she could (regardless 
of what you might see in the movies). She is wearing a 
bit more armor that you normally see on a barbarian, but 
it hardly takes away from her appearance. As a matter 
of fact, she is one of the more barbaric female barbarians 
that I’ve seen (though she does have a leather belt 
around her neck for some reason). The detail is nice and 
distinct, and there is enough of it to keep even detail 
oriented painters happy. This is a great model for a fe- 
male barbarian in a RPG game. 


3020 Barak, Rhino Man $9.99 

Here is a bad boy you don’t bump into everyday, and I’d 
imagine that any general would love to have a front line 
of troops like this in his army (assuming you could con- 
trol them when not on the battlefield of course). This 
guy is a sizeable chuck of metal, not only does he top 
two inches in overall height, but he also nearly reaches 
three inches in overall length. Although he is called a 
Rhino man, there is not 
a whole lot of “Man” to 
him. It would some- 
thing like calling the 
Mutant Teenage Ninja 
Turtles “Turtle Boys”. 
This guys is hefting a 
hammer that probably 
weights as much as I 
do in his right arm, and 
attached to his left 


nects to the rest of 


wrist is a broad punching dagger. Needless to say, he 
doesn’t have any real need of additional armor beyond 
his natural plate. The model has plenty of metal, to 
there are no weak points of any kind. He is a bit top 
heavy, but his base seems to be big enough to handle it 
nicely. There was no flash or mold lines to speak of, so 
he preps for painting very quickly. I also, really like the 
sharp detail on this guys face, limps, skin and hammer. 
All is very well done with nice attention to detail. This 
is a good model, and one that makes me want a detach- 
ment of these guys to be lead my army. 


3021 Velociraptors (2) $8.99 


In this blister you 
get two dino- 
saurs. Their bod- 
ies are each a sin- 
gle piece and 
their arms come 
on a separate tab 
and must be clipped off to attach. If you've seen Juras- 
sic Park then you're very aware of what Velociraptors 
are and these are very nice representations, including 
that big claw/toe that will rip open your belly like Sam 
Neil talked about in the first movie. The tails of the 
models are bendable, but not too thin. There was very 
little flash on the bodies themselves and the mold line 
was only detectable on one of each of their legs and was 
pretty easy to remove. I say "pretty easy" because while 
it was a thin mold line the flesh is quite nicely textured 
and you'll need to be extra careful when removing the 
mold line so you don't mar the model. The litle arms 
had more cleaning than the rest of the body and each 
had a visible mold line to clean up. The arms fit into 
place easily and these guys were ready for priming be- 
fore too long. You could find uses for these models in 
just about any genre of gaming. You could revisit the 
Isle of Dread in D&D, you could drop them into some 
mad scientists experiment in a pulp or modern game or 
even into a cryogenic sleep chamber in a sci-fi game. 
They might not be at the top of anyone's list as a staple 
monster, but they can be quite useful and I wish I had 
these about two years ago when I menaced my d20 
Modern party with this very monster. 


3022 Half Dragon [Bronze] $4.99 

This model is a two piece solid cast model of a human 
sized dragonman. He comes mounted on a metal base 
sculpted to look like uneven stony ground, like a cave or 
a mountainside or something else like that. The name on 
the blister calls him a Half Dragon, so I’m guessing that 
since this is essentially a man wearing dragon skin, that 
the other half is human. This guy looks like a real ad- 
venturer except for the fact that he is covered in scales. 
He wears a backpack, is holding up a large sword and 
wears a couple of belt pouches. He even wears a breast 


plate over the 
top of his own 
natural armor. 
The right arm, 
with the hefty 
sword it wields, 
is the second 
piece of the 
model. It has a 
nice pin on it, 
but the hole it’s 
supposed to fit 
it was mostly 
filled on my 
particular 
model, so there 
was a little drilling I had to do. Besides that, there was 
very little flash or excess metal on the model and nary a 
mold line that you have to clean up. This is a cool 
model that I can’t wait to see painted. 


3023 Worm Corpse $4.99 
Eww, this guy is a hor- 
rible mess! I mean that 
in a good way though! 
Even before doing a 
once-over to look at all 
the creepy crawlies on 
this guy I was a bit sur- 
prised by the bulk and 
weight of the model 
after taking it out of the 
blister. It’s large cloak 
makes it quite a bit 
heavier than its look would suggest. The model really 
comes down to a few components (all one piece 
though). Its cloak is large, flowing and riddled with 
holes, many of which have worms crawling or hanging 
out of them. What can be seen of the body looks rotted 
away and very zombie-ish, but I’d characterize this guy 
as more of an undead manifestation than a zombie-like 
automaton. His flesh is covered with massive amounts 
of worms or varying lengths and thicknesses and his 
open mouth has several large ones jutting out. The mold 
line was only really visible across his shoulders and 
there were two bits of flash that simply broke off when 
bent so cleanup was simple and quick. This guy is dis- 
gustingly cool and will serve well as a minion or body- 
guard to some necromancer boss with which you can 
pester a party of heroes. This is a simple model that has 
an extremely effective presentation and I like it a lot. 


3024 Kobold Leader and Sorcerer $4.99 

A while back Reaper released a pack full of a bunch of 
Kobolds, a staple of Dungeons and Dragons, and 
they’ve now added to the crew of little reptilian human- 


oids with a leader 
and — spellcaster. 
Just from looking 
at them you'll 
immediately see 
that they will fit 
in perfectly with 
the others as their 
facial features 
match up _ per- 
fectly. The leader 
is wearing plate armor, with bare legs, and carries rec- 
tangular shield in his left hand. The shield is down in a 
defensive position and a mace is raised above his head. 
The shaft on the mace was slightly bent in the package, 
but it was easy to get back into proper position without 
any damage. The mold line was minimal (mostly on the 
left arm and tail) and there were only a few tiny bits of 
flash to clean. The sorcerer carries a staff in his right 
hand and has a spell manifesting in the palm of his left 
hand. He’s wearing a long cape, gloves, and a cloth shirt 
and also has bare legs. There is a dagger on his belt and 
his staff looks like a roughly made piece of metal rather 
than having been made from wood. It’s topped with a 
small pot that contains a fire similar to the one in his 
hand. An extra detail on the sorcerer is a pair of specta- 
cles that sits on his face. Cleaning was similar to that of 
the leader. I'll definitely be adding these to my small 
kobold war party, but they would also do very well as 
player-character models in a game that allows monster 
Taces. 


3025 Pharess, Fire Sorceress $4.99 

For a two-part model this girl sure does have a lot going 
on. Her staff and left arm are a separate piece and there 
was a faint mold line, but it was no problem to clean up. 
The staff is topped with an ornamental brazier that con- 
tains a large flame. The rest of the model consists of the 
sorceress who looks like she is standing on the toes of 
her right foot but on closer inspection you'll see that 
she's actually floating a few inches off of the ground. 
This is nicely pulled off by having her long flowing tab- 
ard reach the ground. She's 
wearing very little in the 
way of clothes and has sev- 
eral tassels that flow off of 
her arms and also reach the 
ground. The bulk of mold 
line cleaning was on these 
tassels. On her right hand 
site a nicely detailed little 
dragon. She has long flow- 
ing hair and facial features 
that make me think she's an 
elf, but there are no pointy 
ears poking out from under 


her hair so it may be just my interpretation of her face. 
Her features are well proportioned and athletic looking 
without being muscular. Even though she is labeled as a 
fire sorceress, and there are little flames sculpted on to 
her base I'm confident that she could be used as any sort 
of magic user and fill the role well. 


3026 Dub Bullock, Rogue $3.99 
This thief has a lot of character to 
him, most of it coming from his 
pose. He’s leaning back just a bit 
and has a hand extended motion- 
ing for someone to come and talk 
to him. In his other hand, hidden 
behind his back, he carries a large 
dagger that he plans to threaten, 
or worse, his intended victim. 
He’s even smiling to further a 
non-threatening appearance. Ar- 
mor consists of a leather chest 
piece and bracers, but otherwise 
he’s just wearing regular loose clothing. There’s plenty 
of stuff strapped to his belt. The mold line, thin as it 
was, ran down part of his hair and right down the middle 
of his face. You'll need a sharp blade in your hobby 
knife and a steady hand to remove it unless your copy 
doesn’t bear the same line as mine. After a few careful 
minutes it was removed and the figure was no worse for 
my efforts. There was also a tiny bit of flash on the han- 
dle of his dagger. Even though the cleaning of his face 
took a bit longer than on some other models I like the 
pose of the model very much and you can almost imag- 
ine the story behind that pose and what’s going on. The 
figure tells a story, or at least suggests one, all on its 
own. 


3027 Spectre $3.99 
This single piece model is solid cast and mounted on an 
attached base. The model is completely free of flash 


(which with all the dilapidated cloths falling of this guy 
was no mean feat), and you will have to search long and 
For all the deli- 


hard before you find any mold lines. 
cate looking rags and fine 
looking arms on this model, I 
am rather surprised at how 
rigid he is. There are essen- 
tially no weak points or bal- 
ance problems with the 
model, which is not what you 
would think when you first 
look at it. The one thing I do 
have to comment on is that 
the full head of healthy, and 
well groomed looking hair on 
this otherwise falling apart 
undead monster looks a tad 


out of place. I guess even spectres can be vain about 
their appearance. This model is super easy to prep, and 
being a spectre, it shouldn’t be overly cumbersome to 
paint, so here is a model that you can go from stat to 
finish in record time. 


3028 Tristan the Loremistress $3.99 

This is a single piece, solid cast model. It comes with an 
integrated metal base and stands a total of two inches 
tall though about three quarters of an inch of that height 
is due only to the staff she is holding up in her right 
hand. She is a fairly simple and a nicely clean model 
with hardly even a scrap of flash and only dimly visible 
mold lines. She wears a relatively plain dress, knee high 
boots and a well filled top. The 
staff in her right hand, and the 
extended wand in her left hand are 
both fairly easy to bend and may 
take some straightening on o 
sion. The piece is well balanced 
and not overdone with details, 
though she does have various 
items hanging from her waist band 
(I hesitate to call it a belt, though 
it serves the same purpose). This 
piece would function well as a 
sorceress, or possibly even as a 
druid as well as her stated role of 
a Lore Mistress. 


3029 Sasquatch $5.99 
This beast is a single piece, solid cast model that comes 
with large attached metal base. This guy stands over 
two inches tall and looks to be bounding the living tar 
out of some poor sucker. He is relatively free of any 
mold lines and flash, in fact there is almost no clean up 
necessary at all on this guy. But the model does have 
something of a balance problem. He stands upright 
without a problem, but because of the amount of metal 
above his waist and the fact that he is leaning forward, it 
only takes a slight bump of the table to topple the big 
guy. For detail, the best part about him has got to be his 
face. Having a furious “Wolfman” looking face (or 
maybe even Wolverine) 
the guy looks like he 
can make his opponents 
wet themselves with 
little more than a growl. 
I can see this being a 
great model to throw in 
as a surprise encounter 
in an RPG game (of a 
variety of different set- 
tings) or even the center 
pieces of a quest. In 
any case, this is a cool 


model. 


14247 Ammat, Neskofar Captain $8.99 


This large three-piece 
model comes with a 
40mm _ square _plasti 


base and depicts a 
female human-crocodile 
hybrid. The head and 
tail come molded on a 
separate metal tab and 
are easily removed and 
fit into place on the 
body nicely. I don’t see 
a need to pin either one 
of them. These two 
smaller pieces had very 
little needed in the way 
of cleaning. Most of it 
was right where they 
connected to the metal 
tab. There were a few 
small bits of flash on the 
body of the model and 
there were a few mold lines to take care of, the most 
difficult was on an inner part of her left leg. The model 
is very nicely detailed (with lots of raised details to 
make painting them easy) but not so over the top as to 
make painters who are less than experts, like me, shy 
away from it. There’s a lot of bare flesh on the model 
and it’s nicely done without being muscle-bound. It’s 
part of the Neskofar army for Warlord, but could easily 
be dropped into any fantasy rpg if your party is heading 
off for a bit of Egyptian-inspired adventuring. You 
could use it as a replacement where you might normally 
use an ogre or hill giant. 


14248 Anwar, Nefsokar Srgt $11.49 

Warlord is one of those games that I would play just to 
collect the models. Ever since they started coming out, I 
have liked them, and this model is no different. Anwar 
comes in a total of four 
pieces. The first two pieces 
are his hands (and forearm) 
and the items they carry. 
His right hand carries a 
curved sword, while his left 
hoists an interestingly 
shaped shield. Both of 
these attach nicely to the 
torso and are equipped with 
small pins to guide and 
support them. The third 
piece in simply an extra 
sword that he carries 
strapped to his back, again 


there is a small integrated pin on the sword and a match- 
ing socket on the back of the torso. The fourth piece is 
of course the rest of him which mean the rider and the 
horse are all one piece. The model also comes with a 
plastic cavalry base and data card. This is another piece 
that is clean of flash, but there are two support posts that 
I cleaned off, one supporting a rear leg that is lifted off 
the ground, and the other between the backwards flow- 
ing cape and the rump of the horse. The three smaller 
pieces also come mounted on sprues that need to be 
trimmed off. Like almost all Warlord models, this one 
has very sharp and distinct detail, and plenty of it. I’ve 
never really been a fan of model were the rider and 
mount need to be glued together, so these coming as a 
single piece is another point in its favor as far as I'm 
concerned. This is a great model to be leading your 
Nefsokar cavalry charge. 


14249 Atifa, Nefsokar Mage $11.49 
This is the first mounted 
Nefsokar (possibly the first 
Warlord model) that I’ve 
seen where the rider and 
mount were not cast to- 
gether. I was really starting 
to get spoiled. This model 
is in two pieces, and as you 
might guess from my open- 
ing statement, one is the 
rider and one is the mount. 
Atifa is a female mage, 
though you might be fooled 
into thinking she was only 
the Sheik’s courtesan if it 
wasn’t for the staff/weapon 
she holds over her head in 
her right hand. For some reason flash and mold line 
were a little bit more prevalent on this model than other 
Warlord models, but not enough to make a real issue 
(like I said, I was being spoiled). For the rider, there is a 
little bit more work in prepping her because of a support 
post from her hip to the base of the staff, and a tab con- 
necting her feet. The staff itself is rather delicate, so it is 
easily bent, if fact you will probably have to straighten 
some right out of the blister. The detail is nice, though a 
large portion is skin, and another large portion is simple 
desert cloths. I have to say that the one odd thing I see 
about the model is that she has a fan in one hand evi- 
dently fanning herself, and that is one activity that just 
seems a bit out of place on the battlefield. 


14250 Ibrahim, Nefsokar Hero $11.99 

Ibrahim is another member of the Nefsokar elite 
mounted fighters and this one comes in only two pieces. 
He of course also comes with a cavalry base and a data 
card detailing his statistics for the game of Warlord. 
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The only part of him 
that comes detached is 
his right arm and the 
big battle axe that the 
hand of that arm is grip- 
ping. It connects at the 
shoulder and has a 
small pin on it that fits 
into the hole provided 
at the joint. This is 
anther great casting 
with nary a mold line, 
flash or any other errant 
metal bits. There are 
two support posts under the horse’s two lifted hooves, 
and the Battleaxe had the tab on its base. That was it. 
With all the detail, voids and interior side detail on this 
guy, getting this guy out so cleanly must have been quite 
the trick (it’s obvious that casting proce: are getting 
better and better every day). This guy is as sturdy as 
they come, with the possible exception of the shoulder 
joint of course, and is well balanced. The excellent de- 
tail all around him complete with his billowy cape flap- 
ping behind him will make him an impressive model in 
your army. This is one that you might want to take a 
little extra time paining, I think you’ll find him worth it. 


14251 Ammat’s Devourers $11.99 


Well, we had a very large croc-chick above and here we 
get three smaller hybrid warriors. These three are all 
single piece models that are armed with long swords and 
wear very little in the way of armor. They are also less 
human and more crocodile, in my opinion. Interestingly, 
the data card that is provided with the figures has them 
painted to look like statues that have been animated to 
fight. I’ve not read their entry in the Neskofar army list, 
but painting them up in this way sure seems like the eas- 
ier way to go and I really don’t have a problem with that 
at all. Each fighter is in a unique pose, but all carry the 
same sword and are obviously part of the same unit. 


Their bodies and swords are covered with several cuts 
and scratches, which furthers their appearance as statues 
that have suffered the ravages of time. Each had a mold 
line on the sword, which was fairly thin, and a few bits 
of flash. Obviously, their main purpose would be as part 
of a Neskofar army, but if you’re already using Ammat, 
above, as part of a rpg adventure you might as well toss 
these guy in too. 


14252 Khamsin Raiders, Nef Adept $11.99 

The Nefsokar cavalry should really be a force to be 
reckoned with on the battlefield, and this model is an- 
other of the recent releases that adds to the versatile 
force. This guy comes in three pieces, the two detached 
pieces being the items he holds (and the two hands/ 
forearms that are holding them). He is armed with a 
curved sword (not quite what I would call a scimitar, but 
that’s just me) and a shield that is shaped especially for 
the Raiders of the Nefsokar. Both of the detached 
pieces have small pins that fit into the appropriate arms. 
Besides the joints, this model is unlikely to suffer casual 
damage from storage or play as he is nice and rigid. The 
model comes with the requisite data card and cavalry 
base, and is very clean and precise. The only real clean 
up you will have to do is to remove the metal sprue 
holding the weapons, 
and to clean off the 
support posts beneath 
two of the horses up- 
raised legs. I have to 
say that I like the 
Nefsokar cavalry 
enough that I may 
well get the models 
to fill out the rest of 
the Nefsokar army 
just so that I can field 
it. This is another 
cool model that gets 
two thumbs up from 
me. 


Reviews by Mark Theurer and Clay Richmond 


These are the latest additions to the Panzerfauste, fan- 
tasy WW2 range from Wessex Games. Two different 
packs. PZ406 Ore Marine Command and PZ407 Ore 


or even a very different Ork Army for Warhammer 40K. 


Review by RobH 


From Olley’s Armies we have 
three figures from their line of| 
undead to look at, specifically 
some zombies. All three of them 
come mounted on an integrated 

~ = base and are single piece mod- 
Marines. 4 figure packs priced at £5 (GBP) available els. None had any significant 
direct from the manufacturer . mold line and required very little 


PZA06 - ORC MARINE COMMAND (4 miniatures) -£5.00 


in the way of cleaning. These are 
Scaled at 30mm these are big chunky figures, sculpted not your classic mindless sham- 
in an obvious “cartoon” style that is well suited to the bling (well, maybe they shamble 
Fantasy nature of the game. Panzerfauste being the when they walk) zombies as they 
WW2 incarnation of “Flintloque” The casts are very all carry a weapon and have a bit more personality than 
clean with no discernable flash or mould lines and show your run of the mill zombies. All three of them have 
some real character in the faces, each one of which is very tattered clothes and rotted, mangled flesh hanging 
completely different. Details of uniform and weapons off their bones. They are quite obviously zombified. 


are fairly rudimentary, but are still recognisable. 


Zombie with Mask 
Not sure who this guy is going to 
fool by holding a human mask up 
to his face, but it’s a nice try. He 
holds a knife in his right hand 
with the mask on a stick that is 
held in the right one. The mask 
is molded/attached to the front of 
his face, but only just barely and 
this does not detract from the 


ORC MARINES (4 miniatures) -£5,00 


The command pack features an officer with swagger figure. He’s wearing the remains 

stick and monacle, 2 sergeants with Sten guns and a of what looks like a business suit so he could work fine 
Lewis gunner firing from the hip. The Marine pack has in a modern game. Other than the mask, what really 
3 riflemen and 1 corporal. Later releases in the range sticks out about this guy is his head/face. Man, is it ever 
will include heavy weapons and Marine Commando fig- a mess! Not poorly sculpted or anything, but just a real 
ures in the “stocking” cap horror show of mangled flesh. He died very messily the 


first time around. 


Ido not think anyone could look at these guys and not 


appreciate the sense of “fun” that has gone into the crea- Zombie Undertaker 

tion of them (and the other figures in this range for that Wearing a top hat and a 
matter). Although called “Marines” they could equally long overcoat the un- 
well represent “Airborne” or “Paratroop” by painting the dertaker sets off to 


tunic as a camo smock and the Beret Red. work with a long han- 
dled axe in his 
hands. He’s a bit less 
remarkable than the 
previous zombie, but 
still very obviously a 
zombie. His overcoat has really been torn up and in one 
outside pocket he’s carrying a teddy bear. Not only odd 
for a zombie, but also odd for an undertaker. Like the 
one above, his face is a mess of torn up flesh. He could 
Although designed for Panzerfauste, where they battle work in a modern or fantasy genre. 

against the “Hun” Dwarfs and “French” Gnomes, these 

figures could make a fun force for any skirmish gaming 
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Zombie with Chainsaw 
This guy is definitely my 
favorite of the bunch. A 
chainsaw wielding zom- 
bie, how can you not like 
that! He’s wearing 
boots, jeans and a 
sleeveless shirt and has 
lots of exposed, torn up 
flesh to paint. His face is 
just as messed up as the 
other two. Thinking 
about all the zombies that met their second, or third, end 
at the hands of some hero swinging around a chainsaw 
it’s only appropriate that one of them got back up and 
grabbed one himself. Obviously, he won’t work in a 
fantasy game, but I like the model a lot. 


Reviews by Mark Theurer 
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MEO1034 Gira 

The first of two figures for us to take a look at this issue 
from Magnificent Egos is a different one indeed, even 
coming from their range of unique character mod- 
els. This two piece model is of a simian fighter that is 
performing a one-handed handstand while holding a 
sword in his right hand and carrying a staff in his feet 
and holding a bag with his tail. Truly a multi-taker if 
I’ve ever seen one! He wears a robe not dissimilar to 
one you might see a friar wearing. He must have just 
performed the handstand because the bottom of his rob 
has not had a chance to fall down towards the ground, 
but I’m also ok giving the sculptor some leeway here 
because having it drop down would probably be un- 
seemly with the little guy showing off his business to 
everyone. The legs/staff are a separate piece that fits 
easily into two small voids inside the robe. The mold 
line was almost impossible to detect and there were a 
few tiny bits of flash and one thin web of metal that 
needed to be cleaned. He’s a bit large for a familiar, but 
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I'd be ok using him in that 
role or as a player-character 
as an enlightened monkey. 


MEO1075 

Nazchryst 

The second figure comes in 
four pieces, but you’ll only 
end up using three of 
them. This elven fighter 
has two separate 
heads. One has a flowing 
length of hair, a guard over 
the model’s mouth and 
what looks like a tiara or some other kind of ornamenta- 
tion. The other has the hair tied in pig-tails and a more 
orate headpiece, but nothing big or gaudy. The face 
really has a Githyanki-type appearance, or at least looks 
that way to me but does not have any other features that 
would indicate it’s of that race. The first head fits onto 
the model a bit better as the pig-tails on the second get 
bent a bit when placing the head. The other separate 
piece is a second sword in the model’s left hand. This 
ends up putting the model in a very open combat stance 
with both arms/swords out ready to strike. I like the 
resulting pose and it makes the width of the model 
longer than its height. Both swords are long and some- 
what thin but are not too bendable or fragile. They re- 
quired the bulk of cleaning as they had faint mold lines 
and some small bits of flash. The armor that is worn is 
very orate plate with lots of glyphs and decorations 
adorning it. There is also a ling sash that hangs down 
from the waist. Something else that I really like about 
this figure is the inclusion of several rocks under the left 
foot just to give it some extra detail. The resulting fig- 
ure is one of a thin, but powerful looking fighter that 
might be a bit daunting for a novice painter to tackle due 
to all of the glyphs and filigree on the armor, but one 
that could end up looking awesome if enough time and 
attention to detail is done. 


Reviews by Mark Theurer 


In addition to the new 
Magnificent Egos 
figures that we were 
able to review, Chris 
Clark was good 
enough to send us 
some pics of upcom- 
ing figures and we 
wanted to pass those 
along to you too. 


Enjoy! 


Intro 

Rezolution is Aberrant games’ 
entry into the sci-fi skirmish 
miniatures arena and it pits 
gangs, or teams, of operatives 
fighting it out in a blasted and 
bleak future where corpora- 
tions control almost every- 
thing. It’s not an atypical cy- 
berpunk style setting and any- 
one familiar with this type of 
setting should immediately fell 
at home. The rules are sold as a perfect-bound 216-page 
book with glossy pages with a 16-page full color center 
section that shows off their miniatures. It has a retail 
price of $24.99 USD. The book begins with an intro- 
duction to the year 2175, a short blurb about each fac- 
tion/army, then a table of contents and then a timeline 
that stretches from 2036 to 2175 highlighting major 
events that got us to the less than ideal future that is the 
game setting. Very early on into reading the book I got 
to thinking that this game would go very well with 
Queensryche’s album Operation Mindcrime playing in 
the background. 


The Rules 

Rezolution uses only d6’s to resolve all rolls, plus a di- 
rectional die to determine scatter results. You may be 
required to roll a d3 at some point, but that’s also done 
with a standard d6. Each player is running a crew of 
between five and ten models for most game and these 
are made up of Independents, Teams and Named Char- 
acters. Independents are models that can roam around 
on their own or group up into teams of like individuals 
and go on a rampage together, in essence making up 
new more powerful teams. Teams are your everyday 
use troops that can be bolstered by heavy weapon troop- 
ers and other specialists. Named Characters are just that 
and you can only have one of any named character on 
your crew. 


Each model has a set of stats and most of them will feel 
familiar to gamers of previous skirmish games. Move- 
ment, ranged & close combat, nerve and reputation are 
pretty standard attributes to most of us. Rezolution ads 
Size & Agility (think of it as your bullet-dodging skill), 
Body (how hard it is to hurt you), Hack (your skill at 
manipulating computers) and Craft (doing the voodoo 
that you do so well). 


At the beginning of each turn we roll to see who gets the 
choice of activating first or second this turn. Once that 
is determined play passes back and forth with each 
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player activating and using one Team or Independent at 
a time. Here’s where having a group of Independents 
can become nasty or be a liability. Having a bunch of 
bad-asses activating all at once can devastate whatever 
they come into contact with, but it will also lessen your 
total number of activations. 


Combat 

Fighting, hand-to-hand or ranged, is handled with op- 
posing rolls by those involved in the fight. For example, 
when you’re trying to shoot someone you roll 2d6 and 
add your Ranged Combat Attack value to the roll and 
your opponent rolls 2d6 and adds their Size and Agility 
value to the roll. Whichever model rolls higher wins 
and ties go to the attacker. Hand-to-Hand is handled in 
a similar fashion, but with each combatant adding their 
Close Combat Attack value to the roll, except on a draw 
here nobody hits. As you would expect there are rules/ 
modifiers for cover, template weapons, indirect fire, 
charging, multiple combatants and more. Damage is 
dealt by removing dice from the defender’s armor rating 
by the penetration value of the attacker’s weapon. Then, 
you take a number of dice away from the attacker by 
how many armor points the defender has left. This is 
the number of dice that the attacker has to roll with and 
you’re trying to match or exceed the target’s Body rat- 
ing. If you are damaged you tick off a number of boxes 
on their data card equal to the hits and when you’ve 
taken enough hits you start to make Fatal Damage 
checks. If you fail these you die and if you take a whole 
lot of hits you die without the roll. With every model 
having multiple hits you do have a bit of bookkeeping to 
keep up with but it’s really not too much if you’re play- 
ing with around ten models. 


Hacking 

This ability allows certain models to use hardpoint (and 
sometimes via remote boards) terminals to fight in cy- 
berspace, or as it’s termed in Rezolution, the Grid. This 
will usually be done as part of a mission goal, to attack 
an enemy that has also hacked into the Grid. 


The Craft 

This is the equivalent of psychic powers in Rezolution 
and is, in the basic rulebook, reserved for the APAC and 
Ronin. Use of offensive powers is handled in the same 
fashion as ranged combat, using your Craft stat instead 
of Ranged Combat Attack, and each character that has 
powers has them listed on their data card. Additionally, 
if two opposing users of the Craft are within 18” of each 
other, no line-of-sight needed, they can start a mental 
duel in an attempt to take the other out of the battle. 


Missions 

This is why we’re fighting in the first place. In a game 
based around corporate espionage and other nasty deal- 
ings it only makes sense to have reasons for each bat- 
tle. These range from the standard kill ‘em all type 
fight to missions where you need to locate a Grid termi- 
nal and download data to a special operation that is 
fleshed out in four separate assignments. 


The CSO 

On the battlefield the Central Security Organization is a 
fairly standard military organization that is mainly char- 
acterized by their large number of troops that can reach 
out and touch you out to 22”. Generally, their line 
troops are less capable than either the Dravani or the 
APAC in hand-to-hand combat so keeping your enemy 
at range whenever possible is definitely the order of the 
day. Having a sniper (range of 42”) and a rather large 
warbot add to the already impressive amount of fire- 
power that the CSO has at their disposal. Penal Legion 
troops round out the list and add a bit of flavor with their 
cranial bombs, yes a bomb in their brain, that you can 
detonate at will or have a chance for it to go off when 
the legionnaire is killed. No users of the Craft here and 
a reliance on ranged fire means that enemies will proba- 
bly have a tough time closing with them, but when they 
do things might go south quickly. I expect that they will 
look good painted up in pretty much any military-type 
color scheme with blues, greens, and grays coming to 
mind first. 


Ronin 

These are a bit different than the other army lists be- 
cause they can either be used as additions to an existing 
army or you could use just Ronin troops to build your 
team. If used as mercenaries a maximum of 25% of 
your total cost can come from Ronin and you’re further 
restricted in the number of top-tier characters that you 
can take from their ranks. The lists include ranged fire 
specialists, computer hackers, heavy weapon carrying 
individuals, close combat experts (also individuals), 
Craft users and tech-type individuals. If your army is 
lacking something you can probably make up some of 
what you’re missing with Ronin, but probably not all of 
it. Like the APAC, I see the Ronin as a very colorful 
army on the board with lots of wild colors. 


The Dravani 

This alien race has been on Earth for centuries, mostly 
keeping to the shadows and dealing with their own inter- 
nal strife and warring factions until recently. They con- 
trol corporate interests to fund their operations and have 
a very dark and nasty S&M feel. Troops in human, 
alien and strangely altered forms make up _ their 
troops. Dravani in human form are nasty medium range 
and close combat threats, while humans that had previ- 
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ously chosen to serve them willingly, and over time lost 
most of their free will, are more suited to a medium 
range and close combat support role. More human-ish 
troops are present in cyborgs and the Damned that are 
experimented on and then eventually sent out to 
fight. The Souless and Baggers are Dravani that are 
close combat monsters and there are still more monster 
types in the Shamblers and Volkoda. Medium range and 
close combat is where the Dravani flourish, but they are 
lacking any users of the Craft. 


APAC 

The APAC, or Asia Pacific, army is quite heavily loaded 
with close up and personal troops and users of the 
Craft. That’s not to say that they are without ranged 
capabilities but only one grunt trooper type, a specialist, 
has a ranged weapon that can reach out and touch some- 
one beyond 18”. Their heavy close combat focus will 
make them tough to deal with up close and the school- 
girl assassins (Bishouju Senshi) are my personal favor- 
ites of the army. They remind me a lot of GoGo from 
Kill Bill. The Enforcers, a basic unit, is there to provide 
fire support, but generally not long range support except 
for the Heavy, and can also lend a hand in close com- 
bat. I see them as a very colorful army when painted up 
and one that will likely rush in to finish the job once 
they hit the table. 


Mercenaries 

Even though the Ronin can be used as mercenaries there 
is also an additional section for other individuals and 
colorful personalities that can be picked up by your 
team, but these usually come with restrictions regarding 
who they will work for. Most of them won’t work for a 
Dravani crew. A Shadow Assassin is a close combat 
killing machine that will definitely be at home in an 
APAC crew, but can also be used by anyone other than 
the Dravani. The Cardinal and Sister Carmine come 
from the Vatacina and will work for anyone, but can 
only be hired if you hire both of them. They both have 
Craft powers and the good sister is no slouch in me- 
lee. The Emissary of the Empire has a low-tech feel and 
can bolster your melee effectiveness but won’t work 
with the Dravani or if Vatacina personnel are on your 
roster. Captain Doyle, also not willing to work for the 
Dravani, is a roguish character, mainly effective at me- 
dium range. Toxic Zombies are not able to be pur- 
chased as part of your crew, but rather are there to screw 
up everyone’s day and I can’t wait to see some models 
for them. 


The CD 

When you pick up a starter box of miniatures, not the 
main rulebook, you’ll also get a CD. The disk includes 
quick start rules (just the basic game mechanics and no 
army lists), counters and templates (so you don’t need to 
cut up your book), and multiple pages of terrain that you 
can print out and assemble. Ideally, you’ll print out the 
terrain pages and glue them to foamcore for stability 
because if you go with just the plain paper versions I’m 
afraid that they won't be around long at all. All of the 
files are in pdf format and I especially like the inclusion 
of the counters and templates. The quick start rules 
would be handy to pass out to an opponent that has not 
played before, but you'll have to have both armies al- 
ready written up. It Would be very handy for demo 
games though. 


Conclusion 

I like that Rezolution has an alternate activation system 
and the opposed rolls keep both players active when 
their opponent is taking a turn. Each model having mul- 
tiple wounds does require a bit more bookkeeping that 
game where everyone has just one wound, but using the 
data cards, and plastic sleeves, makes this easy to keep 
track of. The near-future and depressed background of 
the game makes it a bit grittier than other sci-fi games 
and also gives it some unique flavor. It’s reminiscent of 
Necromunda but I think that Rezolution offers players 
more options of what to do with their models because 
you can react to your opponents’ moves during the turn 
and not after he’s done everything he wants and keeps 
both players more “in” the game over the course of each 
turn. I would like to see additional factions and an ex- 
perience or campaign system would also be wel- 
come. Rezolution is easy to play and won’t break the 
bank since most games are being fought with only a 
handful or two of miniatures. It’s definitely worth 
checking out. 


Review by Mark Theurer 


Last issue we took a look at the base decks of the first 
three armies available for Battleground Fantasy War- 
fare. Now, I have the Reinforcements decks for those 
armies to crack open and see what they have to of- 
fer. Each pack comes with a rulebook and 50 additional 
unit cards. 


The advanced rulebook itself is another small CCG- 
sized 48 page black and white book that really does 
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three things. First, it introduces terrain rules to the 
game. This takes up twelve pages and gives you every- 
thing from roads to walls to swamps and just about eve- 
rything in between and how these different terrain types 
effect troops. Terrain can be depicted by player-made 
cards or purchased through Your Move Games as terrain 
packs. [are they available yet?] 


The middle ten pages are filled with frequently asked 
questions (also available on the your Move Games web- 
site at www.yourmove games.com/BF W/faq) from play- 
ers. 


The book ends with a glossary of terms (also available 
on the website???, check to make sure) which takes up 
the last ten pages. It’s a nice resource for players, but I 
really would have rather seen something like some 
magic items, a magic system or other ways to tweak ex- 
isting units. 


The rest of each pack is comprised of new troops and 
duplicates of existing ones that you got in the basic army 
decks. Here’s a breakdown of each race and what they 
get: 


Men of Hawkshold: Everything from the starter deck got 
reinforcements and the new units for the humans in- 
cluded Knights (very heavy cavalry, you get four units 
of them) and Pikemen (six units of these guys). 


Undead: As with the humans, you get additional cards 
(between 3 and 6) for each unit in the starter deck. The 
undead forces are also bolstered by artillery and a mob- 
type unit. The Giant Catapult is not just a big catapult, 
but it’s one that is built from the upper torso of a reani- 
mated giant that tosses boulders into the enemy 
lines. The Swarm of Rats unit appears to be a speed 
bump type unit and can only be given the order to close 
with the enemy. 


Ores: As expected, you get additional cards for each of 
your troops in the starter deck and the orcs boost comes 
from more ranged combat troops in the form of Ore 
Crossbowmen and Goblin Bomb-Chuckers. Despite 
being ranged troops the crossbowmen wear very decent 
armor and are quite capable in melee. The Bomb- 
Chucker has a very nice 21” range, but its number of 
attack dice is variable from attack to attack and can even 
result in the unit itself taking damage. 


At $14.95 the expansion decks won’t set you back much 
(like the base army decks they only cost the equivalent 
of a small handful of miniatures) but I did expect a bit 
more out of these decks. The new troop types are cer- 
tainly nice to have and the terrain rules add a significant 
element to the game, but you could make the argument 


that you’re paying another fifteen bucks 
to really round out the game and your 
chosen army. This expansion is not as 
significant of a release as the base decks 
and it was lacking a few things that I was 
looking forward to seeing. Still, when 
you consider total cost you’re still way 
ahead of the curve choosing Battle- 
ground Fantasy Warfare when you con- 
sider dollars spent to play the game. It’s 
still a very good game, in fact better now 
with the addition of specific terrain rules, 
and one that I’m still looking forward to 
seeing more from. With the reinforce- 
ment decks you can play much larger 
games and each army has also started to 
develop a little more unique character 
and flavor. 


Review by Mark Theurer 


Basics 
Crusaders is a 
supplemental 
book for use in 
the game of 
Warlord. It is 
one of the first 
three “Faction” 
books released 
by Reaper that 
describes the 
various forces 
in Warlord. As you might guess, this 
one presents the army list for the Crusad- 
ers. Like the game itself, this book is put 
out and supported by Reaper Miniatures. 
The book is a full sized soft cover book 
of sixty-one pages and has an excellent 
piece of full color art adorning the cover, 
while the interior art is mostly pen and ~ 
ink drawings of varying quality. Included in the book is 
enough fluff to give you a taste of the Crusaders as a 
faction and their history. You will also get the descrip- 
tions of the three different organizations that make up 
the Crusaders. There are even some interesting sur- 
prises included in the book for use in role-playing 
games. Of course the most important part of the book is 
that it presents all the new rules and all the forces avail- 
able to the Crusader army, their statistics (or data cards), 
description and pictures. The book is priced at $16.95 
USD 


GEMOS 


Between the Covers 
The biggest disappointment about this book, to me, is 
the fact that there are few things missing that would 
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have made it a whole lot more helpful. The first item 
missing is a Table of Contents. Yep, there is not evena 
hint of any sort of introduction or Table of Contents to 
be found. Sometimes a good index can make up for a 
lousy Table of Contents, but in this case, there is no in- 
dex either. In fact there is nothing at all to tell what is in 
the book and where you’ll find it beyond the bullets on 
the back cover under the words “THIS BOOK IN- 
CLUDES”. 


The only saving grace, from what I consider to be an 
annoying oversight, and one bound to lead to a heck of a 
lot of page flipping, is that the book is short and almost 
the entire first half is only fluff, and that’s twenty seven 
pages don’t need much of an index. But there are a few 
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little surprises in the book that some readers may miss if 
they don’t scan the book cover to cover in detail, and 
even then, if they do know its there, they will be doing 
some searching should they want to reference it in the 
future. 


As [already mentioned, the first half of the book is fluff, 
and this fluff is a bit more “fluffy” than normal. The 
first twenty seven pages are a collection of short ex- 
cerpts from different chroniclers, memories, and quotes 
from famous Crusaders or notable historical figures. 
The style is hardly typical, and even the fonts change 
from entry to entry to emphasize that it is only a collec- 
tion of thoughts rather than cohesive story/history. The 
individual entries can range anywhere from a single 
paragraph, to about a page and a half. Though the style 
is interesting, and in some ways fun to read. I have to 
say that most of it does not help to define the Crusaders 
as a faction. 


After the “Chronicles” for lack of a better term, you get 
into the more traditional part of the book. You start with 
a description of the three organizations that make up the 
faction of the Crusaders. These three organizations are 
the Templars, the Knights of the Ivy Crown, and the 
Devoted of Gianovia (battle Nuns). With about a page 
and a half devoted to each. The descriptions are evi- 
dently given with role playing in mind. Then comes the 
first of a couple surprises. There are a dozen campaign 
hooks given for use in either a campaign game or in 
role-playing games. Although this is a nice touch, the 
hooks are very brief will little or no meat in them, and 
there are no maps to help out. 


Starting on page thirty-six is where the real meat of the 
books begins. This is the Army list for the Crusaders. 
Each entry has with it a black and white photo of the 
actual unpainted model that goes with the entry (this is a 
GREAT touch that I really like). The list is more than a 
little impressive with a total of three dozen entries 
(compared to say the rather short list presented in the 
main rule book). For this section alone I would say this 
book is a must have for anyone fielding a Crusader army 
in Warlord. 


After the army lists come a few pages of the army’s spe- 
cial abilities, including some “new” ones not previously 
covered. Then come a couple more surprises, five new 
spells and four new magic items for the Crusaders. 
Nothing like spicing up the game heh? 


There is a quick reference sheet that is useful for the 
game of Warlord, and its generic (i.e. nothing about the 
Crusaders or any other faction on it). Although I like 
the reference sheet a lot, I would have liked to see an- 
other one pertaining to the Crusader force list (of course 
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a Table of contents might have filled his need as well). 


The final surprise comes at the end. There is what they 
call a “Bonus Feature” that describes an actual scenario 
for a game of Warlord with the Crusaders as one of the 
forces. There is even a black and white building cut-out 
in the back of the book for use in the scenario (they also 
give you the web site where you can go download the 
full color version for free). 


Value 

Overall, the book is limited in its coverage of the poli- 
tics and history surrounding the Crusaders faction. It 
does make a small attempt to assist those who wish to 
take the setting into a role-playing game, however even 
here the help is limited. That being said, I still think this 
book is a must for anyone playing Crusaders in the game 
of Warlord. I remember that one of my problems with 
Warlord when it first came out was that the depth of the 
forces available was very limited. Well folks, this fixes 
that problem. Since I DO happen to be a Crusader 
player, I think it’s time to start expanding my army. 


Review by Clay Richmond 


Basics 

For those who have not heard of 
them yet, Asmodee is a company 
that originated and is currently 
based in France and has enjoyed 
enough success to move across 
the pond and introduce their 
products in the States 
(www.asmodee-us.com). — This 
particular game is the first that I 
have had the pleasure to take a 
look at, and it’s easy to see why 
they have had the success that they have had. An Inter- 
national Gamers Awards nominee for the best two 
player game of 2005, Dungeon Twister is a board game 
(and no, there is no floor mat with colored dots in this 
game) that takes the classic D&D dungeon crawl sce- 
nario and makes a strategy game out of it. The board 
can be different every game and actually changes during 
the game as well (hence the “Twister” part of the name). 
Each player controls a team of eight adventurers and the 
object of the game is to be the first to score enough 
points to win the game. For a normal game, the time to 
play is usually less than an hour. All the artwork, board 
design, cards and markers are excellent and are really 
professional quality. 


Included in the game are eight square rooms, the fifteen 
page rule book, and all the markers, cards, and playing 
pieces necessary for a two play game. For the charac- 
ters, you have both marker representations and card fig- 
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ures that stand up with plastic bases. You also have 
markers for the special items that you stock the dungeon 
with, and then several different types of cards that the 
players will use during the coarse of the game. One of 
the more interesting parts of the game is that each player 
starts with exactly the same capabilities, pieces and 
cards, and there are no dice involved in the game at all. 
There is still a small bit of randomness in the game, pri- 
marily in how the board is initially set up, but for the 
most part the game is pure strategy. The game is priced 
at $29.99 USD 


Specifics of the game 

The setup of the game board, as I mentioned already, is 
really the only random part of the game, and I can hon- 
estly say that how the board ends up is hardly insignifi- 
cant. Some rooms are fairly easy to move through, 
where others can be a real hassle. All eight rooms are 
used, making a board that is two rooms by four rooms. 
The rooms are arranged randomly, start upside-down 
and are not revealed until during game play. Each 
player picks out four of the eight characters to be the 
“starting” team. The other four characters, along with 
the six special items, are placed concealed in the rooms 
while the rooms are still concealed themselves. I have 
found that the placement of these markers is more than a 
little strategic, so this is a rather important phase of the 
game. Each player gets their respective card decks that 
they will get to use during the game (there is no shuf- 
fling and all the players cards essentially start in the 
players hands, so there is no drawing either. After this, 
the two starting teams are revealed and the game begins. 


The object of the game is to be the first to score the 


number of points that marks 
victory. Normally, _ this 
means five points, but play- 
ers may vary this if they 
want to. Points are scored 
in only three ways, get your 
guys to escape off the board 
through the opposing play- 
ers start line, kill members 
of the other players team, 
and carry treasure off the 
board (again though the 
opposing players start line). 
Five points can make for a 
short game if you are not on 
your toes, and even if you 
are, most likely not all char- 
acters and/or devices will 
have a chance to come into 


play. 


“When play begins, each 
player then gets to use from two to five actions during 
their turn to use their characters. This includes moving, 
revealing rooms, rotating rooms, fighting, using special 
powers, or using special items. To rotate rooms, charac- 
ters have to be at the specific room’s controls, but once 
your there, you actually can control two rooms, one of 
them being operated remotely. This can end up being a 
GREAT way to help your guys out and foul up an oppo- 
nents plan. 


There are of course other things in the dungeon to im- 
pede your progress. There are pit traps that you either 
have to jump or find a special way over (you are al- 
lowed only three jumps per game), and there are portcul- 
lis’s that have to be either broken or opened in order to 
pass through. The maze of walls is also something that 
you will have to work your way through to reach your 
objective while trying to stay alive. 


Combat is another interesting aspect of the game. Each 
character has a combat value, and in any fights its com- 
bat value vs. combat value. Loser gets hurt. Of course 
there are a couple special items that can modify your 
combat value, but the kicker is that each player starts 
with a set number of combat cards. During any combat, 
each player decides which of their cards they will use to 
add to their character's combat value. After both play- 
ers have decided, the cards are revealed and the combat 
resolved. The trick is that the cards are then discarded 
(unless you chose to add nothing), and there is only one 
or two of each number in your hand. This means that 
you have to choose carefully when you want to hit the 
hardest. It also means that bluffing, and second guess- 
ing your opponent comes to play. This is even MORE 


important if you play higher point games. 


Expansions 

So far, it looks like there are five 
expansions written for the game, 
but unfortunately only one is in 
English so far. The one that is 
available is called Paladins & 
Dragons and it just about dou- 
bles all the possibilities in the 
original game. The set sells at 
$21.99, and you get eight more 
rooms, (with various additional 
rules), eight new characters, six 
new items, and addition markers (really the only thing 
you don’t get more of is cards). Now players get to 
choose which eight characters will make up their team, 
which items are to be found in the dungeon, and also get 
to choose four of the eight rooms to use for the map 
board. Suddenly you don’t know exactly what is out 
there, who you might find yourself up against, and even 
which rooms you might have to deal with. The long and 
short of it is this, there is now a large element of un- 
known in the game. Again, here is another level of 
strategy added to the game. Now you have to pick out a 
team of eight that compliments each other, rooms that 
might emphasize their skills while minimizing their de- 
ficiencies, and then pick out the items that you might 
want available to you (or possibly so that they are NOT 
available to your opponent). 


The rest of the expansions we will have to wait on for a 
little longer as they have not yet been released in Eng- 
lish. But I’m hoping the next one to be released is the 
expansion that allows for up to two additional players. I 
imagine things start to get REALLY hairy then. Other 
expansions that are only available in French so far in- 


clude: Powers of Darkness, Mercenaries, and Water and 
Fire. 


Figures 

Besides the card figures provided in the box, you can 
add a bit of “pizzazz” to the game by getting Resin fig- 
ures that take the place of the card figures. These are 
made of resin, and come in two colors (so you don’t 
have to paint them if you don’t want to). The resin fig- 
ures are highly detailed and are very nice quality (and 
they look just like the pictures too!!), though there is a 
bit of flash on them so a couple minutes of clean up 
wouldn’t hurt. All the pieces are single piece models, so 
there is no assembly required. Each set sells for $25.00. 
So far the only figures available are for the eight charac- 
ters in the basic game. 


Value 

This is a game where the game designer, Christophe 
Boelinger, has done an excellent job of thinking through 
and play-testing this game before putting it out on the 
street. So often with games like this there are a lot of 
situations that are not accounted for in the rules. Well, 
if situations like that exist in this game, they are few and 
far between in this game (so far I have found none in the half 
dozen games I have played so far). The game is easy enough 
and yet in depth enough that my nine year old son loves it, 
and my friends that are strategy game lovers are very chal- 
lenged by it. The more I have played it the more I discover 
the different levels of strategy that the game touches on. The 
game can really turn into a chess match with two experienced 
players (in fact if players start thinking TOO much the rules 
suggest that you limit the time allowed for a turn). Another 
neat item in the rules is that there is actually a handicap sys- 
tem for the game. This to me is yet another way to demon- 
strate how well the game has been thought through. I give 
this game two thumps way up, and I can’t wait to see the ex- 
pansion set for three to four players come out in English. 


Review by Clay Richmond 


Basics: The Earth/Minbari War is 
a new supplement for Mongoose 
Publishing’s space combat game 
Babylon 5: A Call to Arms. This 
book contains a complete account 
of the Earth/Minbari War, includ- 
ing all new rules, ships, fleet lists 
and scenarios needed to fight out 
the momentous battles of this pe- 
riod. The Earth/Minbari War also 
documents the lives and actions of| 
the heroic and important personali- 
ties, from both sides of the war, from fighter squadron 
leaders to starship captains. I was pleased when asked 
to write this review, as | am a huge fan of the Babylon 5 
show. So, without further ado, let us dive right in. 
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Presentation: The Earth/Minbari War consists of six 
sections. The first is the history of the war; an in-depth 
examination of the conflict from the first, disastrous en- 
counter to the sudden and bewildering Minbari surren- 
der and the genesis of the Babylon Project. 


The second section is dedicated to the personalities of 
the war. Many legendary and notorious individuals 
fought on both sides during the war. This section pro- 
vides a detailed overview of the warriors involved on 
both sides, from the early career of Lieutenant Com- 
mander John Sheridan to the mysterious members of the 
Minbari Grey Council. 


The third part describes the fleets of 2245-2247. The 
Earth Alliance was still a relative newcomer to interstel- 
lar travel and their ships were comparatively primitive 
during the war, easily outclassed by the superior tech- 
nology of their Minbari foes. Nevertheless, both fleets 
were equipped with their own unique vessels, including 
the notorious Black Star. 


Chapter four details the path of destruction followed 
during this conflict. The war swept through the galaxy, 
the humans losing battle after battle to the merciless 
Minbari. Described in this section are some 20 scenar- 
ios, allowing players to replay the tragic blunder that led 
to the terrible conflict in the first place, to the final, des- 
perate last stand of humanity at the legendary Battle of 
the Line. 


Suddenly, it was all over. The near extermination of the 
human race had been averted, and against all odds, the 
humans were somehow the victors — much to their con- 
fusion. This fifth section details the immediate after- 
math of the conflict and explains how the war eventually 
led to greater unity in the galaxy. 


Last, but certainly not least is a painting guide. Both the 
Earth Alliance and the Minbari Federation were slightly 
different during the war. This chapter details the differ- 
ent color schemes and variants for the ships of both 
fleets, allowing you to paint and convert your A Call to 
Arms miniatures to match history. 


Value: Players of A Call to Arms can use this book as a 
series of fun, stand-alone encounters or as the basis for a 
campaign recreating the Earth/Minbari War. The MSRP 
for this tome is $14.95. That’s not a bad price by any 
stretch of the imagination for what the purchaser re- 
ceives. The Earth/Minbari War comes in at only 64 
pages, but it is printed in full color and on glossy paper. 
This book will stand up to use. You get all kinds of new 
stuff, which can add flavor to your playing of A Call to 
Arms. So, if you have ever wanted, while watching an 


episode of the series, to recreate the Battle of the Line 
then this book will tell you everything you need to know 
to pull off such an endeavor. 


Going to camp with my 11-year old 
son's 5th grade class gave me a 
great opportunity for some extra 
Father/Son time, but the long bus 
ride there also gave me the opportu- 
nity to read the latest novel by Dan 
Abnet, Fell Cargo. It is published 
by Black Library and has a retail 
price of $7.99 USD. The book is set 
in the world of the Warhammer 
Fantasy Battles (and rpg) game, but 
specific knowledge of the world/ 
games is really not needed to get immersed in the story. 
The cover says that Fell Cargo is about, "Zombies, pi- 
rates and dark fantasy adventure on the high seas!" 
Without giving too much of the story away I'll try to tell 
you how well it matches that statement. 


FELL CARGO 


DAN ABNETT 


The book starts with the return of a pirate lord that was 
thought dead who is seeking to reclaim his crew and 
ships from their new captain which turns out to be his 
traitorous brother. Things start off with a nicely detailed 
bar fight and our hero (well, as much of a hero as a pi- 
rate lord can be) taking back his ships and crew. We 
then learn that his intentions are not merely to get back 
into the business of piracy, but he was made an offer 
that he literally could not refuse and has now gone 
straight...as a privateer. It seems that a terrible vessel 
called the Butcher Ship has been stalking the waters and 
is decimating merchant and pirate alike and trade has 
pretty much ground to a halt. Luka, our protagonist, had 
a choice to either meet the fate of most captured pirates 
(not a pretty one) or accept the terms of becoming a pri- 
vateer and hunting down the Butcher Ship in exchange 
for pardoning of his past crimes. How does his crew 
react to this news? I won't spoil specifics for you, but 
we wouldn't have much more of a story if they tossed 
Luka overboard at this point now would we. Over the 
course of the book we get a look at crew members that 
are not what they seem, red herrings and side adventures 
that make the story more than just a linear search for the 
Butcher Ship, meeting up with old pirate friends, and 
several very nicely done sea battles with enemy ships 
and even a sea monster. 


There were very few editing errors in the book, but the 
one that stuck out for me the most was one that was re- 
peated a handful of times in the book. The characters 
throw around names of Warhammer deities as part of 
exclamatory sentences and curses, but every once in a 
while you'll read a sentence that starts off with "Name of 
a god," and then the rest of the sentence. I may be 
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GRID SIZING IN MILLIMETRES. SHEET SIZE APPROX 35MM X 95MM 
SCALE 1:72/ 1:90 


VARIOUS SIZES WITH LARGEST FROND BEING 33MM X 191M 
AND THE SMALLEST FROND BEING 9MM X 44M 


THEY ARE A BIT SMALL TO USE AS FLOOR FIXINGS FOR THE HUMAN FIGURES: 
(LWAS HOPING THEY WOULD BE GOOD FOR THE ADVENTURERS) BUT I THINK 
‘THEY ARE STILL GOOO FOR A LOT OF OTHER USES ESPECIALLY IF YOU 
ARE BUILDING SOME INDUSTRIAL FEEL SCI-FI DIORAMA OR BASE. 

‘THE ACTUAL SHEET (ABOVE) IS APPROX 7OMM X 200M. I HAVE SPLIT IT UP INTO SUX 
PACKS & ENSURED THERE IS AT LEAST ONE OF EACH TYPE INCLUDED IN EACH PACK 


wrong and this might be fully intended by the author but 
if they are casual enough to toss around their names at 
one point I don't see why not in others. Seems like that 
phrase, "Name of a god" was more a holding place for 
the author to fill in later and it was missed. It didn't de- 
tract from the story, but it was kind of odd. 


At just a bit over 250 pages, Fell Cargo is a pretty quick 
read and the story didn't bog down anywhere. The com- 
bat scenes were well done and I could envision them in 
my head as I was reading. I read the book as if it was an 
tpg adventure or movie playing out that I was observing 
or watching and it kept my attention and was quite fun. 
From the cover's line, "Zombies, pirates and dark fan- 
tasy adventure on the high seas!" Fell Cargo does very 
well with the pirates and dark fantasy adventure, but is a 
bit skimpy on the zombies. It was a fun, quick read that 
passed the time on a bus ride to and from camp and one 
that could form the nice basis of a game session as long 
as your players haven't read it too! 


Review by Mark Theurer 
Dragon Bones 


Adventures in the Gobi 
Desert 


DINGO 


Basics: What we have here is 
a supplement to Rattrap Pro- 
ductions’ skirmish miniatures 
game, .45 Adventure. The 
setting for this tome is Mon- 
golia of the 1920s. At this 
5 time warlords and _ bandits 
~—sssssie fight for control of the coun- 
tryside. The opposing sides for these adventures are the 
museum staff and the bandits with one or more players 
controlling each side. The basic premise is that the team 
of researchers and explorers must race against time to 
recover the fossils and get them out of the dangerous 
warzone and back to the safety of the International Zone 
in Shanghai. That sounds pretty easy, right? Don’t bet 
your boots on that, cowboy! 


Presentation: Dragon Bones: Adventures in the Gobi 
Desert is made up of a series of four scenarios that can 
be played singly or as part of a short campaign as they 
all tie together. The titles of the adventures pretty much 
tell a player what is going to go down. These chapters 
are Hunt for the Dragon Bones, Escape with the Fossils, 
Flight to Safety, and lastly Escape!. Each chapter is bro- 
ken up into sections. These areas describe the lay-out of 
the board, the characters involved (both on the museum 
staff side as well as the bandit side), the set-up (how the 
models for each side are deployed), encounters 
(placement of markers that represent the fossils as well 


as decoys) and the results (the benefits of achieving the 
goals of the scenario). The results of one adventure can 
have an impact on how the following scenario plays out. 
After the adventures come a couple of chapters on new 
tules. Included are ways to use vehicles (and vehicle 
combat), the riding of animals, new abilities (eight of 
them), and several new character archetypes (nine of 
them). My personal favorite is The Dragon Lady. I 
don’t care who you are, but how can you not like some- 
one called The Dragon Lady? Lastly, there is a chapter 
to describe all the characters that are involved in the sce- 
narios in this book. 


Value: Dragon Bones: Adventures in the Gobi Desert 
may not look like much when you first pick it up. It’s 
not very thick. The supplement weighs in at 44 pages. 
It also has a fairly light price tag on it. It’s hard to pick 
up a good gaming product these days for under $20, but 
Rattrap brings this one in at $10.95. For that amount of 
coin don’t expect a lot of bells and whistles. The book 
is in your basic black text on white paper layout. The 
pictures and photographs are also black and white ex- 
cept for the cover of the book. That is in full color. 

The scenarios in this book are designed for 2 to 6 play- 
ers. These adventures are each capable of being played 
in a single evening or several can be played in one 
longer session. 


This supplement was another pleasant surprise from 
Rattrap Productions LLC. This company seems to have 
the knack for making a quality gaming product without 
needing a high amount of dollars in exchange for it. So, 
as the book says, “...put on your campaign hat, strap on 
your .45 and get ready for Dragon Bones: Adventures in 
the Gobi Desert!” 


Review by Brian Ahrens 


We got some very positive responses to our battle report 
in the previous issue of Fictional Reality where we 
walked through the mechanics of the Starship Troopers 
miniatures game while playing. Sort of a demo game 
battle report. We decided to do the same thing in this 
issue, but with Corvus Belli’s new sci-fi skirmish game 
Infinity. Currently a pdf set of rule is available from 
Corvus Belli at www.infinitythegame.com and updates 
have come out to expand the troops, rules and equip- 
ment in the game. This was our first real game of Infin- 
ity and we’re hoping that we did everything right. If 
not, we ask for your forgiveness and patience as we try 
to perfect our knowledge of this new rule set. Addition- 
ally, you’ll be happy to notice that every single model in 
the game is painted! Certainly not to the standards of 
the marvelous artists that have graced us with their 
Painting Workshop articles, but painted! In this report 
we'll try to highlight rule mechanics in a red box so you 
can get a feel for what rolls are used in the game and 
how they work. 


Forces 

Before sitting down to play we decided on a fairly small 
game. Of course, not having played before we're not 
exactly sure what constitutes a “small” game of Infinity, 
but I’m sure that the contents of a starter set plus a few 
more figures is about right. 


Mark: 

I have a Ariadna starter set plus a few more figures and 
that felt right for this game. Since our game new figures 
for all of the forces have come out and I’m sure that the 
tactical choices that they provide will help in giving you 
more options as to what to drop on the table. My army 
consisted of: 


4 x Line Kazaks - 36 points 

2 x Veteran Kazaks - 90 points 
(one with a HMG and the other with an AP Rifle. 
Both also have Light Flamethrowers. The one with 
the AP Rifle was designated as my Lieutenant.) 

2 x Tank Hunters - 67 points 
(one with an AP HMG and the other with an 
Adhesive Launcher) 

1 x Scout - 26 points 

T’ll be hitting the table with 9 models worth a total of 

219 points. 


The Ariadna are lacking in the area of mechanized units 
(for now, we'll see what expansions to their army list 
look like) but they can throw out a whole lot of lead. 
Hopefully this will be enough to contend with the 
Armoured Cavalry model that I know Clay is bringing. 


Clay: 

Well, I would like to go into great detail laying out my 
inventive approach to choosing the troops to fill out my 
army list, but truth be told I have only begun collecting 
Infinity models and so had a VERY limited force list to 
choose from. Luckily, we wanted this to be a small 
game anyway, so the forces I could field were just about 
right. I played the PanOceania forces and the troops that 
filled out my ranks were: 


4x Fusiliers (no hackers) - 40 Points 
1 x Croc Man — 33 Points 
1 x Ore Troop (w/ HMG) - 41 Points 
(I made this guy my Lieutenant...don’t tell Mark!) 
1 x Armoured Cavalry - 93 Points 


For a total of 7 models and 207 Points. 


Terrain Setup 

We played the game on a 4’ x 4” board with lots of ur- 
ban terrain. I have a nice selection of damaged build- 
ings from Armorcast (sadly, they do not manufacture 
them any more) and we used these to create several city 


blocks with firing lanes between buildings. There are a 
few plastic bits of terrain from Warhammer 40K, some 
resin bits from the Ultimate Warzone game and also 
some terrain pieces that Great Canadian Miniatures pro- 
duces. All told, it was a pretty densely packed board, 
but I could not shake the feeling that we could still have 


put more down. 
above. 


We left it as you see in the picture 


Deployment 


For the Deployment Roll, Mark rolled a 6, adding his 
WIP of 13 for a total roll of 19. Irolled a big ‘ole 4, and 
with my WIP of 12 he ends up with a 16 so Mark starts 
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the game by choosing which side of the table he wants 
to start on and making me (Clay) deploy first. We did 
notice one interesting point here, and that is the Lieuten- 
ant for your army is supposed to be secret. However 
since you need to use his WIP for rolls, it’s not to hard 
for the enemy to narrow down, if not uniquely identify, 
who you’re using as a Lieutenant. I guess the lesson 
here is that don’t count too much on the “secret” part 
here unless there are multiple models in each army with 
the same WIP or if equipment options come out that 
allow you to modify your WIP score. 


The Game Begins 

After I deployed, Mark laid his troops on the table and 
the game began for real. We started with the initiative 
roll. 


We both rolled a 6 (so far this is still the highest roll, 
might end up being a long game), but Marks WIP of 13 
wins the roll for him, and he decides to make be start 
things off. 


Clay’s Turn 1 

First I figured out the number of orders I get counting 
my models and adding one for the Lieutenant for a total 
of eight orders to use on turn one. 


Orders what allows your troops to act during a 
turn. You get one action per model plus one more 
for the Lieutenant. You can give orders (one, multi- 
ple or even none) to any of your troops over the 
course of a turn with the only restriction being that 
the Lieutenant is the only one that can use the 
“extra” order. There is another restriction on the 
use of orders, but that only comes up if your Lieuten- 
ant is killed. In the quickstart rules you can use or- 
ders to: 


e Move and then move again. 


ssentially run- 
ni 

Move and fight in close combat (or can also 
be used to extricate yourself from close com- 
bat). 

Move and shoot, with your shot coming at 
any point in your move 

Move and attempt to hack into the computer 
system of a mechanized model 

Move and dodge as you try to cover ground 
and try to make yourself harder to hit. 


My first order was to a Fusilier to Move/Move. 
He was not observed by any enemy models so 
there was no reaction from Mark’s troops. 


The second order was to Move/Discover trying 

to spot a scout sniper nearby. The guy he was 

trying to discover was over 8” away, but less 
than 32” so there was no modifier for range, but the 
camouflage worn by the sniper gives him a -3 modifier, 
giving the Fusiliers a roll of a 9 or less on a d20 to dis- 
cover him. Mark decided he would chance it and the 
sniper kept his head down deciding not to react. (I could 
have used an ARO to take a shot at the Fusilier as he 
was trying to pinpoint my location, but then everyone 
could point their guns in my direction. I would still 
have the benefit of my camouflage, but I decided it was 
too early to start blazing away with my sniper. Mark) 
The gamble paid off as the Fusilier rolled an 18 not even 
coming close to seeing the sniper. 


Automatic Reaction Orders (ARO) are your troops 
reacting (usually either shooting at the enemy or 
y alive) when they 


ducking and tr 
enemy actions. 


The third order was used to move up another 
Fusilier with a Move/Move and again there is no 


3s ees since he was not seen by the enemy 


models. 


For the fourth order, I went back to the same 

Fusilier that was looking for that pesky sniper 

and did another Move/Discover edging even 
closer, but not close enough to change range bands. 
Once again the sniper does not react and once again the 
Fusilier blows his roll but with a 15 this time (you notice 
how my rolls are now all very high? What is up with 
this?). 


I spend the next two orders bringing up two 
more troops, the first being a Fusilier which gets 
to a second story window in a blown out build- 
ing, and the second is my Ore troop who gets 
into a position where he can cover most of the 


center part of the field (this was then my Lieu- 
tenants order, though Mark did not know it at the time). 


Well, time to go back and check on that sniper 

again (letting him pop out and ping away at me 

so close didn’t really thrill me). So, once again 
my blind Fusilier tried to discover him, yet again rolling 
an 18 and failing miserably. I would think that the 
Fusilier should at least be able to hear the sniper snicker- 
ing at this point. 


The final order was used to move my Croc man 
would was still represented only by a marker 
due to his TO Camouflage. He takes up posi- 


tion on a corner of a building to try and cover my right 
flank. 


And that ends my half of Turn one. So far no shots 
fired, but one Fusilier has been classified as legally 
blind. I’m still playing a bit conservative since I don’t 
know hoe deadly return (reaction) fire can be. I have 
also spread my guys out trying to make it difficult to 
flank me, while concentrating a lot of fire power on the 
center. I intentionally held my Armoured Cavalry back 
since I intend to use him as my reserve and I didn’t want 
him to assume the role of “bullet magnet” just yet. 


Mark’s Turn 1 

Mark has a couple more models in his force so counting 
his Lieutenant’s special order he gets a total of ten or- 
ders. Another strategy point for this game comes in 
considering that “orders” means getting to move and 
shoot and cause destruction to the enemy. The more 
models you have the more orders you get, so a force 
with lost of cheap dudes will be doing a whole lot more 
maneuvering and pouring lead into the enemy than a 
force with all elite expensive troops. Of course, that 
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army of poor troops will also hit less often, generally be 
less armored and will more likely be hit by opposing 
ARO’s. 


DM Anyway, Mark’s first order was to a Veteran 

} Kazak to Move/Shoot. His target was my Ore 
” Trooper which happened to be my Lieutenant. 
His weapon, an AP Rifle, has a burst of 3, and the range 
was 27”. The Ore Troop not liking being shot at de- 
cided to return fire. The Veteran Kazak’s BS is 13 but 
gets a -6 for range and a -3 because the Ore Troop is in 
cover, so he must roll a 4 or less. The Ore troop on the 
other hand has a BS of 14, gets a +3 for range and a -3 
for cover making his target a 14 or less (but of course he 
only gets a burst of 1 since it’s a reaction shot). Mark 
rolls a 1,4 & 6, one hit one crit. I rolled a 7 as a hit, but 
Mark’s critical hit overrides my hit. And since it’s a 
critical hit, the Ore Troop takes a wound automatically. 
Luckily he has two, so he stays on his feet for now. But 
he still has to make a Guts check or else be forced to 
dive for cover. He rolls a 2 which is well under his WIP 
so he stays put for the moment. 


Mark’s second order is to Move/Move one of 

Jhis hidden models, and his third order is to 

© Move/Shoot with another of his hidden models 
thus bringing him out into the open. It turns out to be a 


Tank Hunter, and he takes aim at a Fusilier who of 
course returns fire. The Tank Hunter has an AP HMG 
with a burst of 4, and the range is 15”. Both models 
have a BS of 12, both are in cover, and both weapons 
get a +3 at this range making the target number a 12 for 
each model. Mark rolls four dice getting a 20, 18, 13, 
and a 3. I rolled a single return shot getting a 10. Bad 
luck for Mark, my single shot wins the exchange, but 
Mark succeeds with both his armour roll, rolling an 18 
which when added to his armour of 3 easily beats the 
damage of 13, and his guts roll rolling a 5. The Tank 
Hunter survives unscathed. 


Not having had enough, the same Tank Hunter get the 
fourth order to try again. This time Mark rolls a 17, 15, 
6 and a | verses my 18. Here was one point where we 
were a little unsure about the rules. Since Mark beat my 
roll with two of his shots, do both hit? We assumed that 
this was the case and moved on. The damage to beat 
was a 15, and since the Fusilier was in cover his armour 
was a 4. the first roll was a 15 which beats the damage, 
but the second was an 8 which adds up to only 12, do 
the Fusilier is taken out! 


Mark then uses his next two orders to Move/Move a 
couple of his Line Kazaks. The first one gets shot at by 
the Orc Troop and a Fusilier the Ore troop needing a 14 
to hit (14[BS]+3[Range]-3[Cover] and the Fusilier 


needing a 6 (12([BS] -6 
[Range]) neither hit rolling an 
18 and an 11 respectively. 


The second Line Kazak was not quite 
as lucky. The Croc Man comes out of 
hiding to use his ARO on the enemy 
model and the range is only 9”. Hi: 
BS is 12, and due to the range get: 
+3. He hits with a roll of a 9, and th 
Line Kazak fails his armor by rolling 
an 11. Only having a single wound. 
the Line Kazak falls in his tracks. 


The armor roll you need to make to survive the shot i I performed a Move/Dodge ac! r shots at 
is determined initially by the Damage rating of the me were countered by me rolling a d20 and them 
weapon you were shot with. You will roll a d20 and needing to roll better than my roll, but still under 
add the Armor rating of your figure, plus three more their own to hit number. Had I not been dodging 
if you are lucky enough to be under cover. If your they would have unopposed rolls to hit me and only 
modified roll is better than the Damage of the have their own to hit number to worry about. 


weapon then you have shrugged off the hit. 
P s at @: Mark’s last order, he ordered a Veteran 


Now that the Croc Man is out in the open, and Kazak armed with an HMG to pop around a cor- 
appears to be the only guy preventing my force 


ner and to see if he could pop a few rounds into 


from being flanked, Mark moves to take him out the Armoured Cavalry. Auto response system kicks in 
by giving his next order to another Line Kazak on that and the Multi HMG aims and returns fire. The Kazak 
side. This time the range is 15” and the Line Kazak and has a burst of 4 and needs only a 13 to hit (range and 
Croc man exchange fire, with the Kazak having a burst cover modifiers canceling each other out). The Ar- 
of 3. Both are in cover, so the Kazak needs an 11 to hit, moured Cavalry needs only a 15 (modifiers again can- 
and the Croc Man needs a 12. Mark rolls a 17, 16, and a celing). Mark rolls a 17, 11,8, anda7. [roll a2! The 
13 missing all three shots cleanly. The Croc Man hits Kazak scores three hits. Lucky for me, these are not AP 
again with a roll of a 10. This time however the Kazak rounds so the Cavalry’s armor of 8, plus 3 more for 
makes his armor roll (with a roll of a 20!) and even cover means that I only need to roll 5’s or better to beat 
makes his guts check with a roll of 12 (just barely). the damage of 15. As chance would have it, I roll two 
5’s and a 16. All three save! The Veteran Kazak then 
Not liking that result, the Kazak gets the next used his “Move” portion of his order to dive behind the 
order to try it again. This time Mark rolls a 16, wall of a ruined building when the dust cleared and he 
12, and 3 and I rolled an 8. Both the 3 and the 8 saw the Armoured Cavalry barely unscathed. 
are successful rolls, but the 8 is higher, so once again the 
Croc Man hits with his single shot. This time the End of Turn 1 
Kazak’s luck has run out and a roll of 1 doesn’t come Clay: 
close to making his armor roll, and he too falls. Well, that went better that anticipated. I’m thinking that 
. . my MVP is already looking to be my Croc Man. Three 
Mark has realized that the range in the center of shots to score two kills, and that was using ARO’s only! 
the field hurts his Kazaks a whole lot more than Not bad. Well, Mark outnumbered me in models at the 
; they hurt my Ore Troop with his HMG. He de- start. At least now things have evened up. Of course, 
cides to try a Move/Dodge as he crosses some open that armor on the Armoured Cavalry suddenly looks 
ground to close the distance. His ploy works against the really good. This turn I need to put it to some good use. 
Ore Troop, who misses with an 18, but the Fusilier nails 
him by rolling a 4. The Kazak rolls a pitiful 2 as his Mark: 
armor save and falls mortally wounded. So much for having ten orders. Having guys drop from 
return fire is something I’m going to have to get used to. 


Anyone that has a line of sight to the order being car- Actually, I should get used to using the right troops at 
ried out can make an ARO against it. In this case the range that they are best suited for and being in as 
Clay had two models that saw my guy trying to duck much cover as possible, regardless of what is going on 
and weave across the battlefield and they both around them. I realized right as the game started that 
opened up on him. my Scout was is a terrible position and that I had made a 
very poor choice of table sides. I should have picked the 
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side that Clay ended up with and 
put the Scout up in the third floor of 
the tallest building. 


Turn 2 Begins 

Clay’s Turn 2 

This time I only get 7 orders as I 
lost one model on the opening turn 
of the game. 


The first order I give to my 

Ore Troop. He seems to 

have the best gun to play 
with and the most targets to shot at. 
Of course this also means he will be 
taking a couple of shots of return 
fire as well. His first target is a 
Line Kazak in cover. The Line 
Kazak, and a Veteran Kazak, shot 
back. 


This brought up a question for us. 
If model A is shooting at model B, 
and Model C uses an ARO to 
shoot at Model A, is this a head to 
head roll or a normal roll? We 
chose to count it as a normal roll 
since it’s quite possible that model 
A didn’t even know model C was 
there until it was too late. 


Anyway, the Ore Troop fired his 
burst of four rolling an 18, 15, 5 & 
3 verses the Kazak’s shot of 4. This 
gave the Ore a single hit which 
proved to be enough as the Kazak 
rolled a 4, added 3 for cover and 1 
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for armor but still did not beat the 
damage of 15. Another Line Kazak 
bites the dust. The surprise shot 
from the Veteran Kazak went wild 
since due to range and cover he 
needed a 4 to hit. 


Of course the second order 
was now for the Ore Troop 
to take out that Veteran 


Kazak who dared to shoot at him. 
This time however, the Veteran got 
smart and used his ARO to dodge 
probably saving his life. His dodge 
roll was a 14, and my shooting rolls 
were 12, 9, 4, and 2. Normally all 
these would hit! But his dodge 
saved the day. 


For the third order I revis- 

ited my inept Fusilier to see 

if he could get an eyeball on 

that darned sniper. This 

time I roll a 2 and discover 

him! Finally! Well, the 
next order was of course to shoot 
the dude, so the Fusilier opened up. 
This time the Sniper seeing that his 
gig was up returned fire. The sniper 
needed a 14 top hit (his BS +3 for 
range) and the Fusilier needed a 12 
(range and cover cancelled). The 
burst of three was 16, 15 & 8. The 
sniper’s return fire was a 7. The 
sniper is hit! The sniper rolls a 2 
which even added with his armor of 
1 is not enough to beat the damage 
of 13. The Sniper falls from his 
perch and the blind Fusilier has re- 
deemed himself. 


Okay, time to go for the 
kill. For the final three or- 
ders I send in the TAG. 


First he does a Move/Move 
to get into position. In do- 
ing this he takes a couple of 
ARO shots. The first is 
from a Tank Hunter who 
hits rolling a 3 (he needed a 
12. The TAG makes his Armour 
save though by rolling a 17 (the AP 
round from the Tank Killer made 
his armor only 4, but with cover and 
a roll of 17, it hardly mattered). 
The second ARO shot was from a 
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Veteran Kazak. He also hits even though with cover 
and range he needed a 7 to hit (and rolled a 6). This 
time the AP round gets through. The damage is 13, and 
with cover the modified armor is 7. A roll of 4 fails and 
the TAG takes it’s first wound. Since the Armoured 
Cavalry is a remote presence model, not Guts roll is 
needed. The next order is to open up on the Tank 
Hunter who of course returns fire. The cover and range 
modifiers cancel out all around so we are left with BS 
vs. BS or 15 vs. 12. I roll a 20/20/9/and 1 (talk about 
extremes). And Mark rolls a 6. Only one hit, but the 
damage is more than enough to overcome the Tank 
Kazak when he rolls a 3 for his armor roll. The Pesky 
Veteran Kazak took another ARO shot at the TAG, but 
this time missed with a roll of 17. The final order was 
used to turn that big honkin’ HMG on the model that 
pinged him. The eyes of the Veteran Kazak grew wide 
and he attempted doing his dodge trick again, but this 
time it didn’t work. The dodge roll was a 5, but the 
TAG rolled a 19, 17, 17 & 12 hitting once. The Veteran 
rolled an 8 as an armor roll. Adding cover and his ar- 
mor, this brought him up to a 15, which meets, but does 
not beat the damage of 15. The valiant Kazak, who it 
turns out was the Lieutenant of this force, staggers and 
falls into the dust. 

Mark’s Turn 1 

Mark’s Turn 2 is spent nominating a new Lieutenant. 


This is an exception to the normal rule regarding or- 
ders. If your Lieutenant is killed then you must 
spend two orders, if you have that many, nominating 
a new Lieutenant. Among all of the blood and guts 


and shooting and cussing that’s going on in the mid- 


dle of the firefight someone has to take charge. Since 
this nomination took both of my orders for the turn 
it effectively ends my second turn of the game. 


Mark’s Thoughts 

We called the game at this point for a couple of reasons. 
First, I was getting pasted and we could have gone 
through the formalities of Clay’s troops shooting my 
guys to pieces, but we passed on that idea. Second, we 
accomplished what we set out to do, which was learn the 
game and also, hopefully, present some of the rules in a 
way that was easy to follow for a new game. 


Even though I was on the receiving end of a rather bru- 
tal beating I like Infinity a lot. During the game it be- 
came very clear that this is not a hand-to-hand game 
dressed up to look like a futuristic army game. Yes, I’m 
sure that the special close combat troops are quite 
deadly, but this is a ranged combat came and one where 
there is a heck of a lot of lead flying around the field. I 
really like the ARO rules, but they do require that you 
are really paying attention to what your opponent is do- 
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ing. We found that having a laser pointer, or maybe 
even two, will help out a lot in determining exactly who 
can see what. 


The shooting rules make so much more sense when you 
actually play with them and see the dice rolling on the 
table and quickly determine which ones were successful. 
It took reading through the shooting rules 2-3 times be- 
fore I thought I grasped it properly but after just one 
time of rolling dice it was clear. 


also need to be much more liberal in my use of Move/ 
Dodge orders. Doing a Move/Move may sound like a 
good way to cross a lot of ground quickly, but unless 
there’s a building between you and your opponent you 
are going to get the crap shot out of you quickly. 


Clay’s Thoughts 

Wow, that was a bloody turn. Things turned south for 
Mark ina hurry. I think the center really turned into a 
killing field for his guys where I had the upper hand 
with a HMG and several Fusiliers covering the center. 
My flanks really did well with the TAG and the Croc 
Man each taking out a pair of troopers without too much 
trouble. Mark never really used his sniper that I spent so 
much time trying to discover, but since he was so deep 
into my territory he probably would have got his head 
shot off if he tried. 


I found the game to be great fun, and VERY fast mov- 
ing. We had a whole lot of terrain, and both of us agree 
that we could have had even more. I think that using the 
Dodge trick is something we need to do more next time, 
and you really have to limit “free” shots by the enemy 
(hey, bullets tend to hurt) when doing Move/Move ac- 
tions. I think a bit more cautious movement, and mak- 
ing Move/Dodge the standard way to move (unless you 
are VERY sure no one can see one on your ENTIRE 
path) will make your guys more survivable. 


The idea of a “secret” Lieutenant I’m not real fond of 
just because there are too many things he has to do that 
kind of points him out to the attentive game player 
(using his WIP for rolls and the Lieutenant’s special or- 
der). So I think that part is really not necessary. When I 
first read the rules, I thought that the ARO was going to 
really be overpowering, but the unexpected thing that 
evens it out is the limiting the burst to 1 for ARO’s (of 
course if you’re lucky, like my Croc Man was, it’s still 
pretty deadly). In the end, I think Infinity is well on the 
road to becoming a great gaming system and I can’t wait 
to play some more. 


Battle Report by Clay Richmond & Mark Theurer 
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Well, this issue’s unofficial theme is sci-fi battles, so it 
seemed only fitting to build up something appropriate 
for the setting. I’ve had some plastic cases (or frames) 
sitting around for quite some time that were once used 
for holding electronic chips (there is a clue of what I do 
in my real life). These cases are made of non- 
conductive hard plastic and are very sturdy. They also 
come in a large variety of patterns (depending on the 
specific chip it was designed to carry). I ended up pick- 
ing out three different patterns to use. One for the bot- 
tom story walls, one for the upper story walls, and one 
for the floors. 


These little babies seemed to be the perfect thing to 
simulate the interior superstructure of a blown out build- 
ing. 


Of course they are way too big as they are so I took 
them out to my handy scroll saw and sliced them up into 
smaller more usable pieces. I only had a vague idea of 
what pieces I wanted, and what size they had to be, so of 
course I saved everything (always time to throw away 
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scrap later). This done, I started playing with the pieces 
to see what might look good, and to determine how big 
of a base I might want. It was here that a picture of the 
overall structure started to form in my mind. After get- 
ting a rough idea of the size I wanted, I once again went 
back to the scroll saw to cut out the base from a piece of 
hard board. I did the outline in a sort of random way 
just going for the rough dimensions that I wanted. An- 
other trick I have been doing for years is that I set the 
table on the scroll saw at forty five degrees so that the 
outer edge of the piece is beveled. This really is only 
for ascetics as it makes for a nicer transition to the game 
board. 


The next step was to put up some ruined lower walls to 
outline my building. For this I used bricks from molds 
made by Hirst Arts. I only used basic blocks that can be 
found in a variety of the molds he sells. For the bottom 


row, I used 4” x 4%” x 1” rectangular blocks. Then I 
used 4” x 4” x 2” blocks to put a few random stacks of 
remaining wall around the perimeter. The smaller 
blocks I put flush with the forward edge of the larger 


bricks so I ended up with a quarter inch lip on the inside. 
Coincidently, the plastic cases I will use for the super 
structure are about a quarter inch thick. 


Now I had the basic shape of the building so things 
could switch directions and I could start growing the 
structure up. For the bottom story, I used the parts that 
had large square sections as the basic shape and they 
were about an inch and a half tall. Some of it was solid 
wall, and some of it was open areas (as in windows or 
something). I mounted these on the back quarter inch of 
the bottom layer of bricks so that the total height of the 
bottom story ended up being about two inches tall. 


Then came the floor between the first and second sto- 


ties. For this I used a case for a smaller chip so that the 
grid was much tighter. This time I measured the size of 
the floor to fit onto the walls. I also made sure that I cut 
the floor in a random jagged line. I used two part epoxy 
(the five minute version) to glue all this together, and it 
made for very stable joints. 


For the second story (and above) I used the plastic cases 
that looked the best for use as super structure. This 
time, I thought gluing them on level by level would be 
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kind of cumbersome, so I glued them together into two 
wall sections before putting them on the piece, and I 
made them high enough to span two stories rather than 
just one. I also glued together a corner post to put be- 
tween the two walls. Not only did this center post add 
to the structural integrity of the building, but I thought it 
also added to the looks. Again, this is just my “not so” 
artistic opinion. 


After these dried, I glued the pieces onto the first floor 
of the ruin. The transition between the first floor and the 
second (along with the floor between them) was rather 
unsightly, and really took away for the look of the build- 
ing. So I used some long thin bands of plastic that I had 
trimmed off the plastic cases (see... I knew some of the 
scrap would come in handy) to glue on covering the 
transition joint. This was really the end of the hard 
stuff, after this everything was touch up and finish-up 
work. 


The next thing I added was an “eagle’s nest”, or rather 
the remains of the third floor. I simply used a small sec- 
tion of the same plastic casing that I had used for the 
remains of the second floor, only a lot smaller. It’s only 


big enough to allow two models to stand on it, and they 
would have to stand very close to each other at that. 
Afier that, I wanted to add a couple piles of refuse in the 
clear area within the interior of the structure. For this I 
consulted my rather extensive “spare parts” collection 
that I keep ready for just this sort of occasion. You can 
see from the picture the kind of junk that I picked out to 
use, but really anything either round, square, has sharp 
angles or just about anything else works just fine. I 
know that this list covers just about everything, but I 
tried to pick out things that when clipped into smaller 
pieces would look like construction leftovers. 
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So I cut them into various sized pieces, taking great care 
to make sure the cuts that were as messy looking as pos- 
sible. I then threw in some of the leftover pieces I had 
from cutting the plastic chip cases into the walls and 
floors, and presto, I have construction refuse. After set- 
ting up a few piles to see what looked good and what 
didn’t, I glued the piles onto the 
board piece by piece. The only 
things [recommend you keep in 
mind, is first, don’t overdo it, 
too much will only detract from 
the overall looks, and two make 


sure there is still plenty of room for models to move in 
and around the pieces. Remember, this is supposed to 
be a game board after all. I also glued down a few bro- 
ken bricks in front of the building as refuse as well. 
This added to the effect and gave models at ground level 
a small bit of cover to hind behind. 


Now it’s time to paint. I start by spray painting the en- 
tire piece with a steel metal color (I used a Boltgun 
Metal primer put out by Games Workshop). For the 
bricks, I first painted them with a dark grey, and then 
dry brushed with a very light grey. For the rest of the 
structure (and the piles of refuse), I dry brushed with a 
bright silver. At this point we are almost finished, and 
really only need to worry about the flocking, and base 
cover. 


I wanted a look of “war torn” terrain, so I wanted to 
avoid anything green or with any bright color. So I 


IN DARK BACEMENT MINIG 


"GAMING. PAINTING. OOP." 


BASEMENTMINIS.COM 


DiscountHobby’.com 99¢ 


Miniatures 


200 to choose from and growing 
every month! 25mm metal 


FENRYLL resin figures 
imported from France 
hundreds to choose from 


GRENDEL resin scenery 
imported from Scotland 
hundreds to choose from 


MEGA MINIATURES 
made in the USA metal 
growing range of Fantasy, 
Future & Modern. 


LANCE & LASER 
made in the USA metal 
hundreds to chose from 

HEROQUEST 
GARRITY 
BUREAU 13 
QUACTICA 
and more. 


http://www. DiscountHobby.com 


started with a fine gravel/grit to cover the interior and a 
band around the exterior. I painted the entire area that I 
wanted to cover with white glue and then sprinkled my 
grit and gravel over the glue. As a extra touch, I then 
dumped black sand on the whole thing. The sand ends 
up covering the ground not already occupied by gravel 
and gives the whole thing a “burnt” look. After the 
whole thing dried, I knocked off everything that didn’t 
stick, and separated the sand from the gravel by putting 
the mixture in an old salt shaker. The sand came out 
leaving only the 

grit inside. 


My gravel and 
grit is white and 
a light granite 
color, so the 
color was lighter 
than I wanted. 
This only meant 
that I was going 
to have to but) 
some watered 
down black 
paint (wash) 
over it to darken 
it up. In fact I 
used the black 
wash to do al 


once over on the entire structure, bricks included. I defi- 
nitely did not want anything to look “new” on this guy. 
The final touch was to cover that outer rim of the piece 
with brown flocking. I even added some dead looking 
foliage, and a couple tumble weeds here and there for 
added effect. Now it’s ready for the battle field. Bring 
it on! 


Built and Written by Clay Richmond 
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Move (MV) 

- measures the total amount of centime- 
ters the Unit can move per Action Point 
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PSYCHE (PS) 
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Next time; a sneak preview of Saint 
Mark’s enemy, The Dragyri Ice Caste! 


Subject: “Chief Madrak Ironhide” Trollblood Warlock 
Manufacturer: Privateer Press: Hordes Box set 
Painter: RobH “Coat of Arms” 


First Impressions: 
The figure comes in 3 parts, a very bulky torso legs and 
left arm, second the right arm holding a massive axe and 
third, the head and collar. If first impressions count then 
this is not going to be good. There was not much flash 
or evidence of mould lines (as you would expect from a 
new mould) but the metal quality was very poor, some 
parts of the figure (especially front around neck) showed 
signs of oxidation/pitting and much of the torso casting 
was a yellowish bronze colour apparently due to incor- 
rect temperature metal. Sadly, I think this is one which 
slipped through the otherwise excellent PP quality con- 
trol. This caused the surface detail to look “messy” but 
the worst of the pitting would be covered by the strange 
collar so not too much of a problem. 


Assembly, washing and priming: 

I drilled and pinned the right arm and repositioned it 
slightly to make the butt of the axe touch his leg. This 
would give a second gluing point and make the figure 
stronger for gaming. The slight gap this created at the 
wrist was filled with zap a gap. I bent some of the collar 
pieces downwards to so that they would end touching 
the figures shoulders to avoid the collar looking like the 
petals on a daisy. (Being old enough to remember seeing 
Peter Gabriel on stage in the “flower” outfit I have to 
admit to suppressing a laugh whenever I looked at this 
figures head). The head did not need pinning, just glue. 
The worst of the pitting was smoothed with wire wool 
after a coating of white enamel paint to fill the holes. 
Came up better than I had expected, under a second 
enamel primer coat it was not visible 


The Base: 

The core of the base is made up of two 25mm round 
slottabases glued on top of each other and fixed onto the 
centre of the PP base. This is then surrounded with small 
pieces of broken tree bark held in place with superglue. 
My intention was to create a slight rise leading to an 
overhang. Gaps between the bark were filled with a mix- 
ture of wood glue and fine sand. 


Having built the rock I positioned the figure and found 
that the very tip of his tartan cloak behind his left leg 
looked daft. It was sculpted to lay flat on the surface of 
the base as provided, on mine it was laying flat in mid 
air, so I carefully bent it down with pliers to match the 
surface of the rock, filed it smooth and re-primed it. 
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The rock was painted Dark Grey (a 5 litre household 
paint I had mixed at my local hardware store for use in 
scenery/terrain) This was gently drybrushed with 3 
lighter shades to give the rock its final colour. Further 
details will be added later. The reason for doing this first 
was to prevent the possibility of damaging the finished 
figure by trying to do it later. The base edge was then 
marbled with mixes of grey and green citadel paints and 
given 3 coats of gloss polyurethane varnish. 


Starting the figure: Flesh tones. 

The flesh areas were undercoated with two very thin 
layers of GW Camo Green to which a tiny drop of Yel- 
low had been added. I started the painting by preshading 
the areas where the flesh colour joined armour, clothing 
or straps with a very dilute mix of GW Flesh Wash and 
Camo Green. I also used this colour to fill the eye sock- 
ets and mouth. 


The flesh areas were highlighted in 3 coats adding 
slightly more white to the Green/Yellow mix for each 
highlight. I wanted to end with a pastel rather than yel- 
low toned green hence the use of white rather than more 
yellow as the highlight colour. I painted the fingernails, 
skin warts and detail of the tiny eyes and even tinier 
teeth in White to which a tiny drop of the green flesh 
colour was added. Using a tiny drop of the Scab Red 
added to the final flesh highlight colour I painted in the 
prominent veins on Madrak’s arms. 
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The reason for using tiny amounts of the green in all the shade/ 
highlight colours was to visually tie them all together and ensure 
that they have the same tone 


The Armour. 

The Armour basecoat was a fairly thin mixture of 3 parts GW Shin- 
ing Gold to 1 Part GW Scorched Brown and | Part Flesh Wash. 
When dry I applied a heavy wash of Brown Ink around all the 
edges of the detail and in the recesses of the armour plates. 


To get an old bronze look to the armour I highlighted it with the 
same colour as for the basecoat with small amounts of Humbrol 
Matt Yellow acrylic mixed in. This is a pastel tone of yellow, 
unlike the GW one which is very Acidic. Highlights were applied to 
the edges of the panels and the 
Daisy collar, the detail of the 
runes and the myriad of clips and 
buckles which abound on the 
model. 


The armour was left very dark 
rather than “golden” to show the 
sombre nature of the TrollBloods 
and to match the Dark Brown I 
was planning to use for the base 
of the Tartan. 


The Fun Stuff: Painting a Dark Tartan. 

Painting Tartan is something that many painters find 
daunting, and which is frequently done wrong. The col- 
ours in true Tartan are the result of the mixing of differ- 
ent coloured threads during the weaving process. They 
are not merely printed on like Gingham. (The best guide 
to painting Tartan I have ever found is in the Bill Horan 
“Military Modelling Masterclass” book, an essential 
read for painting and modelling techniques). 


In brief it goes something like this: 


1. 


Paint on base colour. lin my case a Dark Chocolate 
Brown mixed from GW Scorched Brown, Blood 
Red and Black 

Paint on first grid ensuring that whatever angle the 
horizontal lines have to adapt to fit the curve and 
folds of the figure, the vertical lines ALWAYS meet 
them at right angles. Curved or angled lines are not 
possible in a Tartan. I chose a Tan colour made from 
GW Vomit Brown and White (2 to 1). This grid col- 
our is taken as being the mid tone colour where the 
light and dark threads in the cloth weave are present 
in equal numbers. 


At each intersection of the ver- 
tical and horizontal lines you 
have a tiny square. This square 
will need to be painted to match 
the mixture of threads in the 
cloth. Where 2 dark lines cross 
there will be a much darker 
square and where 2 lighter lines 
cross there will be a much paler 
square. (due to the cloth being 
all darker or lighter coloured 
threads appropriately). For me 
the colour was a very pale mix 
of Vomit Brown and White (1 
to 2). 


. Add a second (and third possibly for some tartan pat- 


terns) grid off set from the first. I used GW Shadow 
Grey. Again the same rules apply for “mixing the 
threads” only now there are 2 sets of intersections, 
Grey with Tan and Grey with Grey, both being 
lighter than my base colour I had to make the inter- 
section square a lighter mix (2 lighter lines crossing 
produce an even lighter square) 


. Very carefully blackline all edges of the grids with a 


fine long bristle brush and a mixture of black paint 
and black ink. The ink will allow the mix to retain 
depth of colour at the high level of dilution necessary 
to draw clean straight lines. 


. Wash the entire Tartan with a dark colour to tone 


down all the colours and shade the creases and under- 
cuts of the figure. I used an equal parts mix of 
Scorched Brown and Black, very dilute. The aim 
should be to end up with the brightest intersection 
square being the same colour as the original grid you 
drew on. 


~ 
wl 
w ~ 
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HarnMaster is a roleplaying HarnWorld is the ideal 
game that emphasizes setting for your fantasy 
character background and roleplaying campaign. 
combat realism. Includes Y HarnWorld contains a 4 
Character Generation, | beautiful map of the 
Skills, Combat, Psionics, Harnic Isles, and maps on 
Campaigns, Encounters, languages, trade routes, - 


ocean currents, prevailing 
winds, tectonics, and even 
star charts. Cultures, 
economics, history, 
politics, and religions are 
all detailed. 

HarnWorld is supported 
by an extensive series of 
kingdoms, cities, castles, 
manors, abbeys, and more. 


! Treasure, and a Harnic 
Bestiary. The rules are 
modular and looseleaf, 
with dozens of options to 
customize your game. 


HarnMaster is supported 
by many expansions 

| including Magic, Religion, 
*» Manors, Pilots, and 
Barbarians. 


COLUMBIA GAMES INC. 
POB 3457, Blaine 
WA 98231, USA 


www.columbiagames.com 


This technique is fairly time consuming but is the best Red, Blood Red, Blazing Orange and a mix of equal 

way to replicate a woven rather than printed pattern. A parts Blazing Orange and White, over a black basecoat. 

Tartan rather than a Check. (Read Bill Horan...he ex- A tiny drop of white at the upper left and a thin crescent 

plains it far better than I do!). at the lower right complete the gem. The red makes a 
good focus spot on the figure as it is much brighter than 

The technique for painting a bright tar- the surrounding Browns and a contrasting colour to the 

tan (Royal Stewart or MacLeod Blue) is Green flesh. 

slightly different as you have to finish 

the shading stage with some colours re- 

maining very bright.....but that will 

have to wait to a future Workbench Arti- 

cle. 


Finishing Up. 

With the Flesh, Armour and Tartan done 
the bulk of the figure is finished. The vari- 
ous leather straps were basecoated in GW 
Bestial Brown and highlighted with a mix 
of Vomit Brown and White to achieve a 
Tan colour similar to that used on the Tar- 
tan, again trying to tie all the colours to- 


case on the back (and the one 

nt before I changed my mind 
and repainted it Tan) were undercoated in 
GW Blood Red and highlighted very spar- 
ingly with Blazing Orange, followed by 2 
coats of Red Ink to give a very subtle col- 
our transition. The gems on the Amulet 
and the Blade of the Axe were painted at 
the same time using crescents of Scab 


I wanted the Axe and other metal parts 
(scroll case caps, buckles etc) to look 
dull and dark, like a tarnished pewter 
colour rather than appear too bright, 
again trying to keep the sombre 
scheme suited to Troll Bloods. I used a 
basecoat of equal parts GW Chainmail 
and Black, highlighted with increasing 
amounts of Chainmail. On the axe 
head I blended the colours while they 
were still slightly wet to achieve a 
smother transition. Be aware, the axe 
head is huge, longer than the figures 
Torso, and is a very large surface to 
paint. The axe was finished off with a 
coat of Tamiya Smoke paint to dull the 
overall effect of the shine. 


2 coats of Matt Polyurethane varnish 
brushed on completed the painting. A 
very sparse application of static grass 
to the base and he is finished. 


Overall. 
Initially I was not sure about this figure 
(casting issues aside). It seemed very cluttered, 


too much surface detail and adornment, and I 4 
dislike the tiny head, which looks out of scale 4 4 Cmies 
compared to the bulk of the rest of the figure. 


However that is the way that TrollBloods are 
portrayed and this character is spot on to the 28m m F ntasy & SF 
artwork and concepts. (And apparently game i 7 

wise this guy is very powerful) 


However having said that, I actually enjoyed 
painting him very much, Using a very limited 
and dark palette of colours is quite challenging. 
I tried to keep the colours muted and dull and 
the use of the pale green skin colour and the 
light leather colour for the straps is important 
to stop the figure being dull and uninteresting, 
despite the amount of sculpted and painted de- 
tail....... still reminds me of Peter Gabriel 
though! 


Rob Hooper 
CoatOfArms 


www.displacedminiatures.com/robh 
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